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OVER THE TON! 


Much celebration and jubilation up 
here in CRASH Towers greets the 
arrival of the latest set of figures 
from the Audit Bureau of Circula- 
tions. During the period January to 
June this vear, CRASH sold 
101483 copies a month on aver- 
age —- more than any other com- 
puter magazine in the country by 
| allaccounts. 

Several pints of Old Flatulence 
Bitter will no doubt be consumed 
here in Ludlow when we get down 
to the formal celebrations, but 
meanwhile here's a big thank you 
to all the people who buy CRASH 


U THANK YOU! 


Now if we can only stop groups of 
thirty people all reading the same 
copy and persuade more readers 





n . more sort of 'cheorto a bit! 
And this month is à slightly sad 
month for yours truly. AN sorts of 

s have been happening in 
the Towers this year, what with L M 
starti 
ready for Christmas, and Auntie 


moving to a new office. Gary Lid- 


Newsfield's software 
house, THALAMUS, Robin Candy is 
furthering his education at college, 
| Ben Stone has joined the team and 
| is busily writing comments fulitime 
| now he's left school. And of course 
| CRASH is now the biggest compu- 
ter magazine in the land and has 
the only REAL Girlie Tipster in the 
| form of Hannah Smith. 

| This issue is my 25th as Editor. It 
| isthe last issue of CRASH that has 
me at the helm. Don't worry Em 
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up and getting into gear | 
| Aggie and the mail order crew | 
don has scurried off to London to | 








| tô buy the magazine... Hmm. 
Wonder if the Ludiow Mafia is | fan Craig recentty joined the team | 
ready to go national? working in the CRASH Towers ART 
BYE BYE (Ish) 


-— [m not brave 


“not -defecting 
enough to try and controlthe Spiky 
' Haired Ones over on £ZAP! like 


Kean was. 


Z2API, thankyouverymuch, and |s 
also celebrating à chunky rise in 
circulation this month. And there's 
a good few miles left in Old Crum- 
bly's bathchair over on AMTIX as 
well. No, Fm not changing 
azines. | 

CRASH Editorial Doc Mar- 
tens have been promoted! il be 
wearing them as Publishing 
Executive from now on, and willbe 
staving with Newsfield to help the 
editorial teams of CRASH, | 


| and AMTIX keep on producing 


their magazines. 
So its not REALLY Goodbye. 
More sort of, cheerio a bit. 


again, this time on the cover. 


| other two computer magazines 


Penn is doing very nicely on | 





Garret as an illustrator. lan first fea- 
tured in CRASH twelve issues ago 
inthe ON THE COVER feature, This 
month, he features in CRASH yet | 


Oliver Frey has produced all | 
thirty two CRASH covers so far but 
has now got so busy, what with the 


published by Newsfield and the 
brand new project, LM, that his 
airbrush is constantly overheating. 
Being a sensibla sort of fellow, lan 
brought his own airbrush to Lud- 
low with him and should be weild- 
ing it a lot more over the coming 
months... 
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2 asno have dg nb da another Quite honestly, leaderboard makes This is the sports simulation of the 
shoot yourself! all other golf simulations look clumsy year — if not the decade! 

If you are ever considering it — and antiquated in comparison. ZZAP64 

save yourself a bullet! ZZAP64 

ZZAP64 | 


And swing your way to a record round 


Now you can become a golf pro and experience the tirill of Features: 

Wit hi an name up ón the “Leaderboard”. & Cholce of club, distance 

With is amazingly realistic simulation you get atrue shot (hook, slice, putting) and more 
perspective view Of your golf game. = Realistic Sound 

As you play on different 18 hole courses on e Practice Driving Range 


levels varying from amateur to touring professional you'll & Joystick Controlled 
need skill concentration and control fo come in under par. | o Multiple 18 Hole Golf Courses 


AMSTRAD rega “ Automatic Scoring 


APPROACH SHOT | 


U.S. Gold Ltd, Units 2/3, Holford Way, Holford, BIRMINGHAM B6 7AX. Telephone 02 356 3388 
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Auntie Aggie cranes hor neck, just to makes suro she's in shol 
Oliver Fray caivearo erter eustomor at the NEWSFIELD stand. 





a ci Rá So cie d A RED 
á » b 









THE ANNUAL 
OLYMPIA EXTRAVAGANZA! 


| Kwas Showtime again in the first week of September, and off we all a q ; e, 





trotted to the Personal Computer World Show to person (or should 
that be Minion?) the Newsfleld stand, potter round the show fear- 
lessly seeking out the latest products for review, and generally have 
a good time meeting people, 

Auntis Aggie was there, of course — never one to miss out on a 
picture, and over the weekend Oli Frey and David Western clambered 
| down from the Artroom garret and wanderad round Olympia soaking 

up the imagery. 

As ever, there was a roaring trade in backnumbers, shirts, caps 
and binders and the stand was packed to capacity — people even 
had to wait in the paddling pool to be served. 

Paddling pool? Yes, paddling pool. The Girlie Challenge first laid 
down by Hannah Smith, our very own Girlis Tipster, escalated when 
| C&VG Minions were spotted handing out rude stickers on Melissa's 
| behal, Almost instantaneously, Hannah responded with her very 

own “Stop Raving Dame! Stand up Melissa and accept the Chal- 
lenge” stickers, which soon adorned just about every visitor to the 
show. Oodles of green jelly and a paddling pool were shipped in 
specially, just in case Melissa made an appearance, but despite 
| Numerous enquiries to the C&VG stand she didn't show. It seems 

that fictitious Tipster Melissa spent most of the PCW Show quaking 
in the Ladies — every time we asked where she was, we were told 
the dear airi was 'powdering her nose”. 

Which led to speculation that Melissa must have à very large nose 
indeed... 






























VIDEO NICEY! 


Ace cartographer Kevin Payne collects his prize for producing the 
best map of Saboteur in the com petition puneLL hosted in the pages 
of CRASH. Tim Hine hands the Hi-Tech prize over as Kevin smiles 
sweetly for the camera. Ready to map Saboteur Il now Kevin? 


Japanese CBIN-Op masters, fa ge É 
KONAMI announced during the | E E: Pro mr 
course of the PCI Show that 

JK 

1s-0f their arcade games for the 
Spectrum, Amstrad and COMPNO- 


Owing a Seriés of h 


cessful releases 


IMAGINE, THE EDGE Were g! 
j Im dl eio | ; 


Ghia to Shao Lins E 
d be cóompletein tim 


1. KONAMI games 

ished for home mic 

Frst in line for 
salamander which 
been breaking coin DÊ 
over Europe » while 
Nemesis, Super Ba sai! and Fo Ra Fer A 
ron Horse and ju: ng their AE É Re ca “ 


turrto armive on the Spectrum. 





Greg Follis, on the FASTER THAN LIGHT stand 





that fts five to ten in the morning and another hectic 
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Laid bare, with ts works there for all to ass: the Spectrum Plus | 
£ atidisd up version of the 128. On the far laft is the undersido 
ofthe Datacorder, ai eins e 


GROUND DOM 


Spectrum Plus Two Joystick socket wiring 
jviow of socket 1 or 2] 


















GOING SHOPPING. ... 


The winners of the rammBino Kart-  tion of the price lists. Eventually 
mg competition certanty had a the two winners managed to 
good shopping trip with no Rain- spend £1,000 each on the bits and 
bird — his wallet contained £2,000  piaces that are needed to put 
| -andhe spent every penny! together a competition kart, and it 
| -— Originally the winners and their was time to go for a celebration 

families were due to take a trial meal. Soon John Hirst and Álan 
spin in Tony's Kart at the Hoddes- Myers will be z00ming around the 
den Kart Club, but the heavens track in their 100mph karts— once 
opened and rain stopped play as  theyve assembled the kit of paris 
the sports writers say. So itwasoff | they took home with them. Could 
to the Zip Kart showroom forcopi- prove a little tricky — there are no 
ous advice before much examina- instructions! 










The EL CTRIC DREAMS pyramid was one of the strangost 

e stands af the show, Inside the pyramid they sharpened razor 

à blades and Mei Croucher demonstrated his new interactive 
arma nisto invited audiencos 











There were a lot of people at the shov thi year — 

apart from the ZZAP! Sp Haired Ones. Asterix the Gaul 

handed out leaflets down by the MELBOURNE HOUSE stand, a 

| robo-dancing Nínja character lurked around THE EDGE and s 
ARIOLASOFT. 


cute talking robot 
PIRANHA persuaded Nosferatu the Vampyra to break with 
ni ça pi ão agp panico aÃ 





| Jofin Hirat, who cet out with his family at3.00am to trave; from 
Lancashire to the showroom and Afan Myers, a Windsor lad, 
pose by one of the karts in the Zip Kart showroom. 
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The Spectrum 128 is dead — long live the 
Spectrum 128 Plus Two! 

Amstrad's own version of the 128 sports a 
built-in tape drive, joystick sockets, and an 
improved Keyboard. SIMON GOODWIN 
reports in depth on the revamped Spectrum. 

Back in April, Amstrad's boss Alan Sugar bought the rightsto Sinclair 


Computers, promising a new Spectrum with a cassette drive ' “gluedon'” 
in good time for Christmas. That machine materialised at the Personal 






| Spectrum Plus Two. There are telephone sockets for the keypad tappa- 


| bit image Srapines: Printer control codes are ignored unless you use a 


Computer World show on the 3rd September and should be on sale by | 


the end of the month. 

The machine is moulded in grey plastic and looks much cleaner 
because the old 5 E pie keywords have vanished into the user man- 
ual, leaving only RUN, LOAD and CODE marked on the keys. Program- 
ming in 48K BASIC is going to be tricky unless you know the keyword 
positions off by heart; you will be better off using 128 BASIC, whichis very 





The Plus Z as Itappeared on the Sinclair stand atitho 
ECW Eiowr iodo Ho cuaneo rear pao Def aten ati 
we fegturod in TECH TIPS a lite whilo Ago. «. 


similar but expects commanas to be entered character by character The 
manual says that 48K BASIC is 'not recommended for anything other 
than a history lesson for the curious.' 


KEYBOARD 


The new keyboard is excellent; the only reason | can think that anyone 
might want to Alea tis because there is still no semi-colon Dei- 
ween | and ENTER where touch typists expect to rest their Fight littie 
finger. The "feel! segmed fine on Every machine | tested, although as 
usual for Amstrad there was some variation between individual comput- 
ers. Tha wiring pattern is still an 8 by 5 grid, so add-on keyboards will 
work but | doubt that many people will fool the need for an up-grade even 
if they use the machine for several hours a day. 


CASSETTE 


| The cassette drive is very rudimentary. There is no auto-stop when You 


rewind or fast forward, so you may damage the motor or mechanism if 
vou f to press STOP 

Minding is very slow: it takes about a minute to rewind a C15 — 50% 
slower than the drive on the CPC 464. Tha tape pinchwheel is unusually 
smail and will need regular claaning. Sadly, there's notape counter, 
A small hole allows access to the Azimuth alignment screw, so it should 
be possible to correct problems caused by minor knocks. The drive is 


| held together with sei -tapping serews, so you will probably have to 


replace the lot if anything serious ques wrong. There is no input for an 





| you shouldr't try to use a modified stick with other computers. One of the 






| has it that Amstrad pay $2 for each joystick — the SJS1 is cheap and 





| foórthe Plus Two or any other machine — and are much more durabie than 


| But Rupert Goodwins (from Sinclair) and Ivor Spital (from Amstrad) have 


| tutorial. 


| around inside the machine — | also managed to sneak a copy ofthe ROM 


| outproblems, and Sinclair's own Interface One is said to De iully compat- 


| Spectrum. Unlike the 128, the Plus Two |s here to stay. 





CONNECTORS 
Apart from the tape input, all ofthe Spectrum 128 sockets appear on the 


rently unavailabte) and the combined RS$232 MIDI output for serial prin- 
ters or synthesizers. Any serial printer will work in 128 BASIC, although 
the COPY command expects ong that recognises Epson quad-density 


couple of ES — details in next month's TECHTIPS, 

e are sockets for RGB TTL, Composite Video andTV displays, plus 
a Sound output socket which carries cassette tones, BEEP output and 
notes from the three-channel sound chip. Sound is also mixed into the TV 
signal, but there's no built-in speaker and the sound output is much too 
weak to drive headphones without an ampliífiar. 

Two joystick sockets on the left hand side of the machine can be read 
with IN 61438 and IN 63486 — the Interface 2 protocol, The sockets are 
standard nine pin ones, but they use a non-standard wiring arrangement 
(ses diagram). You can re-wira a normal stick to use that pin layout but 


chan pins is used as a power source by other manufacturers, so a 
modified stick could short out the power supply! 

A suitable joystick, the SJS1, is available as an option with the machine, 
along with six games, Prices are not fixed as | write, but should be around 
£150 for the machine, or E 160 for the Computer, stick and games. Rumouyr 


nasty, às are the bundled games — apparentiy so dire that they might as 
well be six blank tapes... 

You would be wise to get the machine alone and pay CS or E 15 for a 
CHEETAH 125 or Mach 1 joystick. Both have autofire, twin connectors — 


Amstrad's offering. | 


irticularty liked the Mach 1, Alternatively, get a 
standard stick and a 


us-Two adaptor from CHEETAM Of FREL. 


MANUAL 


The new manual is the best yet, though it |s a pity that it has been perfect 
bound like a paper back, rather than spiral bound, lt consists of about 
200 monochrome pages, with a good index. Most of the material comes 
form Stephen Vickers" excellent orange manual for the original Spectrum, 


added full details of the Spectrum 128's add-ons without spoiing the 
overall style. There is lots of useful information about the 128 system and 
the new connectors, although a few more examples would have come in 
handy. Overall, though, it is a good reference quide and a helpful BASIC 


INSIDE INFO | 
After much bowing and seraping, | persuaded Amstrad to let me dig 


onto cassette, so I've got a pretty good idea how it all works. Inessence, 
the Plus Two is a tidied version ofthe 128; the same ULAs form the basis 
of the system although they now sport heatsinks and Amstrad part num- 
bers. The power regulator heatsink is inside the box, around the tape 
drive — it looks chunky engugh to prevent overheating. 

There's a power indicator light and a reset button but no on-ofi switeh. 
The edge-connector is recessed slightly more than previousiy, so you 
should check that ada-ons will fit properly — most will connect up with- 


ibla, 

The Plus Two packs the 16K Interpreter and 16K Editor/RAM disk driver 
into one 32K RÓM chip. The BASIC code difiers from that of the original 
Spectrum in ten places. Most of the changes deal with the keypad and 
the pagin mechanism for the Editor. As on the 128, 1K unused in the 
origina contains new code, this will screw up efficient programs 
that use Interrupt Mode 2 but most software houses are aware of this 
problem and can code around it. The othe changes are localised and 
should not cause any incompatibility — for instance the machine 
announces that it is now 'Copyright Amstrad” rather than Sinclair 
Research, and the SAVE message asks you to “Press REC and PLAY, 

AH in all this is an attractive up-grade for anyone who already owns a 
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MISSING 





“There is nothing remotely 
Swiss about Llamas, but then 
again there is nothing remotely 
Swiss about Swiss Collage in 
North London, so it was probably 
| a logical place for the fig to launch 
the Hewson/ Jeff Minter marriage. 
“Minter you mumble, equals 
Commie-unist. Quite nght. And 
what was | doing in such unsalubri- 
ous circles, other than watching 
the fleshy white, wobbiy bits of 
| overweight Holiday Inn-habitants 
| as they used lhe exercise bikes in 
the pool next door? Well, | heard 
rumours that this was a Hkely 
source of sweet satisfaction. 
“| quickly comered the very 
blonde and very beautiful Julta 
Coombs and quizzed her about 
the Fizz Connection, But al! she 
would talk about was fortheoming 
HEWSON reloases. 
One of these goes by lhe name 
of City Slicker ft allows you to 
roam round all my favourite Lor- 
“don haunts in search of the bomb 
disposal kit that will stop a latter 
day Guy Fawkes blowing up the 
Houses of Parliament — th 
why you'd want to hinder a public 
benefactor is beyond me! 
“You can actually enter some of 
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| the London landmarks, though the 


Hoisten No 1, home of so man 
great HEWSON launches, is sadly 
notamong them. Pity as a game of 
grab-the-free-food-and-avoid- 
the-drunken-hack could have 
been most amusing! 

“The Swiss Collage nosh was 
great though, and the blue cheese 
and grape sandiwiches were pow- 
ertul enough to meit your socks fin 
fact, socks is what they smelt like!) 
but not powerful enough for me. 
My system craved a greater stimul- 
ant and, good 
prayer was granieo, 

“As is usual on HEWSON lhgs, all 
of us hacks were handed our own 
little press packs containing a 
plastic toy and something to 


= munch on dunng the long joume 


back to town... rather like Santa 


Ê 

“yell, this bear a Minter 
extravaganza, we all got plastic 
sheep or rams (cue RAM pack 
wobbie jokes). Then, as | dived 
doum to scrape the bottom of the 
sack, what other fitting souvenir 
did | find? None other than the 
required white powder, encased in 
candy fiving saucers that tasted 
like expanded polystyrene. My joy 


| have made no attempt to translate 


| mta Um onmy way” 


O!" HEWSON ... my | 


E 


to be when Hunter 8 is about, ... 


was complete. | guzzled the lot 
before Baker Street. 

At this stage Minson's rambliings 
become incomprehensible, Under 
the influence of the deadly sher- 
bert he dictated the following. | 


into anything resembling English. 
“Right... get this. I'm going to 
Kings College in London, berk 
No, Berk. BERKI! Hero of a new 
Tv show, Trapdoor. Launching itall 


ere is. a break in the tape as 
he steps into a taxi.) 

“King's College 
some sort, full of cuddly toys and 
kicidies' mellies, with a big TV 
screen at one end and what do we 
have here? Mandy! Hit” 

(At this stage Mandy Keyho of 
PIRANHA can be heard talking to am 
unidentifiad companion.) 

“On no! Look who it is. res, the 
one me digitised ... Weil, show 
him the game then.” | 

(Dialogue, mostly indistinct, as 


Minson examines the Trapdoor | 


game.) 

"“Jpesus! This is great. Are you 
getting all of this. This is the best 
animation I've ever seen on the 
Spectrum. This is bnilliant. | just 
can't believe it... 


“Try to explain .. . make some | 


sense of this, Laszlo ,,. cut thal 
last bit ... and that too... you 
know what | mean. Right... go 
Roso You have to control Berk, a 
BIG sprite. BIG! Make him follow 
the orders of the master upstairs. 


Things like getting some eyebal! | 


Crush. 

“Eveball crush. Heminds me... 
I'm thirsty. See you later, Mandy " 

(An audible sigh of relief.) 

"Hey Cookie. Come here. Isn't 
this going to be big. BHIGG! Hey, 
what's the like?” 

Once again the tape becomes 


virtually imcomprehensible, but | 


using the latest scientific 
techniques | managed to deduce 


the following. The food was excel- 


Barry, who looks rather like she would make a worthy com 
petitor In a Hunter 5 Minson eating competition, 
new job as ARIOLASOFT's Press Officer. Press 


| competition. 


| Great Hall of | 
















lent, in particular a walnut merin- | 
que gateau. Minson and his com- 
panion entered upon an eating 


“Five pieces. I've never seen 
anything lie it. They should call 
you Trapdoor ... 

Atthis point the tape ran out and 
so did Minson, into the traffic of 
the Strand, totally deranged on a 
deadly mix.of meringue and the lin- 
genna effects of sherbert. 

And that has beenall, apart from 
a garbled phone call at 4.0/amiast 
Tuesday. 

“Hey Laszlo, you old crud. How 
are ya? You! never guess. Hawaii. 
Wild times, | can tell you. Surfers 
everyuliere. And the waves. Wild 


“But let me tel! you. Somebody 
just shipped me a copy of some 
other Commie publication. ZZIP or 
KKRAP or something. Have you 
seen it, HAVE YOU SEEN IT? Take 
alvok then! Some squid called The 
Shadow tries to siag me off. 

“No, of course Em not going to 
sue. ! might do them physical 
harm, but sue... no way! | coula 
slag myself of better than that. 
They've missed out on everything. 
Been reduced to fabricating 
storias. It's pathetic! 

“And hiding behind that 
pseudonvim. Will, | knows that the 
Shadow 's nose is justin frontofhis 
THaLAMUS, but | can keep the Lid- 


on. 

“Laselo, listen. Gotta go, Going 
harpoon fishing. Caught a Califor- 
nian Kid on a suriboard yesterday 
Cooked him myself. Had him for | 
dinner." 

Whether Minson was actuallyin | 
Hawaii remains uncigar However | 
It is expected that he will reappear 
in time for that spectacle that 
makes the decline of Rome look 
like a vicarage tea party, the POW | 
show! 


Laszlo Sandow 
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+ ROLLING THUNDER 
+ =IT'S ALLEYKAT! & q 


Take up the chalienge and nde the whêel 
of death vou! have two things onFóur 
side - lightnng speed and heavy 
Hrepower- butto blast your way through 
the 32 events on the space race calendar 


vou! need cash, skilland nerves o! steel 
mall vours bethe new name on the trophy? 


another fantastic and visualiy Stunning 
game-by-dndrem Braybroak author of 
Paradrod and Urdium: 


FOR COMMODORE 
CASSETTE £8.95 
DISK £12.95 





The map screen. On nho foftis the stack oflovols thatmeiga do 
per ed while a plan afthe current level is revealed on 
e 


e 


em zone is 2P ed. AT o] 


hazards that must pa negotiate 





REVOLUTION 


CRITICISM 


CRITICISM 


CRITICISM 


COMMENTS 





















Producer: Elite 
Retail Price: £795 
Author: Steve Lamb and TomgMac 


En EumE'S conversion of the 
E arcade game Paperboy it's upto 
| you, as anall American skoolkid, 

to deliver the earty moming news- 
papers fighting against fantastic 
odds. Negotiating your BMX bike 
around what seems to be a rather 
unsavoury neighbourhood, 
hazards have to be avoided — but 
lots of points are waiting to ba won 
for accurate lobbing of newspap- 
ers. 

Cortain households on ur | 
round don't order the Daily Sun, 
the paper which you are so dili- 
gently trying to deliver. This is sad, 
but you can get your own back on 
these non-subscribers, Pedalling 
through the diagonally scrolling 
landscape, points can be col 
“lected by bunging anewsprintmis- 
site through a window on a house 
with a dark door — the occupants 
don't take the Sun. Well-alimed 
newspapers can result in broken 
window panes, chopped up tomb 
stones and rufiled dustbin lids, 
too. H you're feeling particularty 
vindictive then grannies can be 
zapped out of their bath-chairs as 


safely delivered. The papers in 
your neniori aa are displayed on 
a panel to the night of the screen, 
and extra ammo can be collected 
by cycling over the boxes Of news- 
print dotted around the pave- 
ments. 

But theres more to being a 
paperboy than just chucking pap- 
ers around the town. Careful cycl- 
ing is caled for to negotiate a vari- 
ety of obstacles including 
dustbins, fire hydrants and garden 
| Ornaments. And then there's the 
people. ... old folk seem to walk 
into your path deliberately, work- 
men can't hear you because of 
their ear-plugs, and have to be 
avoided. Skateboarders can be 

fairhy lethal as they scoot around at 
- breakneck speed, and runaway 
tyres and exploding bombs. also 
crop up from time to time. Contact 
with the nasties results in a crash 
and the loss ofone ofyour five lives 
— as in the original, a scrolling 
message reminds you what a silly 
you have been... 
ach day of the week, the paper | 
round has to be attempted before | 


these streets... 
















newspaper get special treatment 
— their newspapers must be accu- 
rately thrown so that they land In 
| the mail box. Two hundred and fifty 
points are scored for each paper | 


BMX course with a well-aimed 
newspaper. 

At the end of the day's work the 
paper shop prepares a report on 
progress. For every paper wronghy 










delivered, a húuse cancels its 
order and iftoo many of the houses 
cancel it's the sack! However, on 
subsequent rounds if all the pap- | Things like the racetrack and the 
ars are comectly delivered you win 
back one customer, Dut the game | more fun to play, and the level of 
gets that little bit harder on sub- | frustration is just right. When a 
sequent days. It really is mean on | drunkara 
















O “Paperboy is one of the 
arcade games that just didn't 
appeal to me. ELITE, as usual, 
have done an excellent job of 
converting from the original — rios ta the 
the game is quite pretty and the | games, is fiendishly addictive — 
action is generally fast and furl- 
ous. The graphics are carefully 
detailed, scrolling smartiy in 3D, 
and the characters are well ani- 
mated. The colour is unfortu- | them ara recognisable. | felt more 
nately in boring old blue “n' 
black-o-vision with a little bit of | Spectrum colours. Control was | 
magenta thrown to add a touch | quite hard to get used to at first, | 
of colour clash, The sound is | 
good, with lots of spot effects | Drake and tum at the same time, 


| worth the asking price. ” 


they take the morning air, boys can | paperboy cangooutto playonthe | and a couple of tunettes. Ididn't | things became quite fluent. The 

ba knocked off their mopeds and | BMX track at the end of town. | find this game as addictive oras | presentation is quite bare, apart 

flowers flattened. Bonus points can be collected for epi as should have been, | from the high-score table and the 
Households that order the | hitting targets dotted around the | but K certainly is worth a lookif | very well drawn front page of the | 


you enjoyed playing it in the 
arcades. “ ] 
| that anyone buying Paperboy will 
O “ This game is well wicked. The | 
graphics area bitofa wimp-outon | with the feeling 'not much to 
the part of ELITE, but the game has 
a strange amount of addictivity to 
it. Though losing a lot in compari- 


| playabla conversion from ELITE 








son to the onginal arcade version, 
Paperboy offers a good deal in the 
way of long term entertainment. 


old grannies make the game all the 


comes wobbling down 
the mad and knocks you off your 
bike, the urge to try again is still 
there. Though not as good as the 
Ghosts and  Goblns  and| 
Bombjack conversions, Paperboy 
is still a pretty good game, and 


O “Although the game doesn't 
contain lots of different things to 
do, Paperboy like most of the ELITE 
and once you've started there's no 
stopping. The qraphics are 
extremely well drawn, and despite | 
them all being very smail, most of 


use could have been made of the 


but after realising that you can't 


Daily Sun. The sound was more 
informative than good. I'm sure 


play it for hours — but come away 
that! * 





Control keys: O accelarate, A 
brake, O left, P right, N throw paper 
Joystick: Kempston, Cursor, Inter- 
face 2 

Keyboard play: fast and respon- 
Siva 


Usa of colour; monochromatic, 
for the most part, so as to avoid 
clashes 

Graphics: nice characters, with 
fair scrolling 

"Sound: tunes, with the usual spot 
gfiects 

Skill levels: one 

Screens: scrolling township 
General rating: Another slick, 


E Rad red á 
aa RO = 

O Seg 5. to halal nd feálcidas 4 r, Nai ,, 

e ] F- | y = O Ko 4 
PR Ja LE | “o - E us ali, 








il 


EN “eso” 


[FERE 








A senator 


-Sad | Luc EK | E L e hem r ARM . Ei " Re e Vc] 








Pta 
pa 


EE a = 


















fes fas E Turra fa 7 E um bh as! A ' 

Epi Er» . al É É al | PELES |! ODE p | (Fls E Elin rg E sro 
o ERES PATAMARES LIMPE Giro E, mp a polaca ra 

FME Ft ar | a &” rea Calig 14 callod his & MEFRE 





E lo far mr 
É Cal Pero | tha Fa pr] 'Sonator! A $nigger 









Ono art; 
Pres er. 


DOMARA PEPLAPE fa 






E Lj RÉ q 
Con meses. THestion 
FP rãs ton ; DE Te [. Saka 


gi Via? 
Si! Drsrad 








Nine! Eri 







ms pe E 
erp LU US 


rt di 


plça pre dp 
tl EE Co 
E a = Es a fi Et jobbeo the dartont 


fu e] 





a Si 


E fit a 
tos main board he gh | o LE ae 


palio às ola À 
ahaif and the lucky prsiipea rag E o ca 8: 
pronsHicam 
cor OP sqUURheS 


rean=— E º 







20 CRASH October 1986 





ei E 





val Pursuit — The 
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ET RÉ some strange reason 
| gua idn't get a copy of the 
game Trivial int 
last Christmas then fret no 
poMaRK have just brought out: 
The Ro 
Game! It's based very faithfully on 
the original board game with a few 


additions and adaptations for the 


computer. 
“Like the board game, the basic 
idea is for players to travel around 


the board answering questions 
and trying to collect six medges, 





r 


rap SS 





1, = | 


erre 
ma 


rr 
rem 


“| this, Trivial 


asked whether yi 


one for each subject. instead of 


throwing dice, when a player has : 
“go the fire button must be presse 
to releasa a dart which lands in a 
numberad section of the screen. 
layer can then move his or 

o the highlighted 
space on the board. Once a 
player's token lands on a square a 
question is asked. 

Well, the question isn't actually 
asked by the computer but instead 
by a very cute lite character cal- 
he teia sig gd caps 

epending on which su you 
are attempting. Questio raid 
e ndo can be straightforwara 

text, graphical or musical, and 

when yourchoice is made, the little 
a Of ceremonies scampers 
ge sstothe pri inciso fires 
question at you anagree- 
able littte chap and is full of con- 


| CRITICISM | 


““ Surely there Isn't anyone 
out there ivho hasn't played 
the board game? Everyone 
who has cught to get into 

the version 








sei occurring more 

n once in the same 
game seems to have been 
avoided quite well, and the 

“option to load in more ques» 

| tions from cassette is there 
, you feel the need, 
Graphics are quite good, 
and though the board game 
of course has no sound, | 

| don would have been bet- 
ter off without any as some 
of the tunes are nighimpos- 
gible to recognise, Despite 

surs is an 

excellont game, and. 

everyone with a combina- | 

tion of brain and Spectrum 

aviao to get a copy of 





you don't. Theres no typing fish to 


“do — shout out the answer bef 


the time limit expires and you pe 
u got the comect 
answer or not. Keying Y for yes or 
no be no allows the game to prog- 


Pit on menu heads up the 

first thing to do is enter 
; names. of the people E pd 

which gi the order à 

game can be continued o 

started. To make things just that bit 

more competitive you can alter the 


“sent to bed | 


“sound down if you're planr 


/ CRITICISM | 


“ Trivial Pursults seems to 
be the kind of game that will 
kesp hundreds of families 
attached to their compul- 
| ars. Em sure thatitwillhave 
quite a cult following, but | 
 feel-that Trivial Pursuits is the 
kind of game thatyou either 
| love or hate! The computer 
game is an excellent trans- 
lation of the board version 
| and keeps all the player par- 
| ticipation that |s so crucial 
| In games of this Ilk, The 

game features lots of use-. 
tul options like the sound | 
| on/off and TP in action or 
| not, and of course the 
option to load mew ques- 
| fions which | feh was 
necessary F vou were 



































hat for different subjects is 
[| à nice touch, As 

games go, this is the best 
| on the Spectrum, but you'll | 
have to be a dedicated 
| player to enjoy it, as games 









amount of time available for 
answering à question. The real star 
of the show is TR but he can be 
ou want a bit Of 
siena — after all his job 

very tiring! You can also tum the 











playing lateinto! theni side 
want o keep the neighbours up. 


“ Sadly Trivial Pursuitsisone 
game that | have never 
played as ii always seemed 
to be a bit of a waste of 
time. | the computer ver 
sã 5 anything to go by 
the original must be a 
scream. Graphics and 
Sound are not usually hot 
points in games of this 
nature but they have really 
been made into a large part 
of this game. | think the suc- 
cess of playing this game 
largely pad, on the 
| people you play with, so H 
you dont think youit be 
able to play in a large group 
vou shouldrr't really cou 
up the fifteen quid that 
poMaRK are asking for it. " 
























Even though there are lots of 
questions in the Rae gnt a 
tually you will have attempted 
them al When this happens, a 
new block of questions can be 
loaded from the second cassette 
in the Re -— and further cas- 
lo of questions are prom- 


The screen la 
erros 
six Óns, rd giho 
different question subjects w 
are Art and Literature, Sbolhsd] 
Geograp dou Sport and Lei- 
sure and inment. Atthe top 
of the sergen in the right hand 
corner a chart shows how many 
wedges each ple has won. 
When a setof six hasbeen' 
collected the jade nada qui 
pi dee of pda and com- 
p game by winning. 

As in the board game, a player 
can only compete for a wedge 
when the counter has been landed 
om onerof the subject headquar- 
ters. In the schoolroom TP asks 
a 

ng ve been g 

acandie reveals how time is 
leftto answer the current o 

One feature on the computer 
game that. isn't present in the tab- 
letop version is the score board 
ela 
performance and can be con- 
sulted at any stage to see how 
everything's going and who's cur- 
rently in the lead, 

Now, which sport was it inwhich 
there was an outery when skirts 
were raised. ....? 





Control kays: redefinabie: 
up, down, left, right, fira 

| Joystick: Kempston 

| play:noproblems | 
Usa of colour: tidy 

| lp clear — fine for a 
Era 
Sou bn nothing 


superD '' 

Skill levels: one — but addi- 
"tonal question tapes wil be 
“available 


Screens: main board screen | 
Rana ano visual! ques- 


denárai rating: Avery com 
petent conversion of a clas- 
-Blegame 


 Ussofcomputer 88% 
Graphics B7% 
 Playability 92% | 


| Gettingstarted 9% | 
| Addictive qualities 92% | 
Valueformoney 86% 
Overall 91% 
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“Nichibutsu 


PECTRUM| 


à | COMMODORE E! 


AMSTRAD| 


Esta dans ora E vadit it in mé 
arcades then you're in for a real surprise 
—'if you have then you'll be going Mag 
Max to load it into your micro. 


Mag Max could be'a mean machine if 
ren ve oe wi it takes to pd him 















Producer: Macsen 
Retail Price: £B.95 
Author: Armand Jammot 


re you a whizz with words, 

nifty with numbers, a giddy 

gamester of the computer 
kind? Then perhaps this game is 
just up your street, especially ff 
yourte a fan of the Yorkshire TV 
version. À game for one or two 
people, Countdown (or 
Onwuonted if you're an avid anag- 
rammer) is a jumbiv jaunt through 
voweis, consonants and knotty 
numbers, 

There are nine rounds in this 
game, the first three of which 
involve unraveling an anagram. 
The idea of these is to get the best 
word possible from a selection Of 













key a player can choúse a conson- 
ant or a vowel, then there are 30 
seconds — the Countdown — to 
make a word using some or all of 
tha lettars. A green bar along the 
bottom of the screen which gradu- 
alhy shrinks as time passes, tuming 
red when it nears the end, Below 
the anagram, the computer gives 
variations so that alternative com- 
binations of the letters are 
revealed, 

Mistakes may be deleted up to 
| the last moment, and words 
entered are checked against the 
computers own dictionary. 
Should the word entered not be in 
the dictionary, it must be verified 
by 'The- Gvardian of the Dictio- 
nary' — someone who has been 
appointed by the player or players 
io check the accuracy of words. 
The word can then be accepted or 
rejected simply by pressing the Y 
or N key. lfthe computer can make 
up a longer word, it is given at the 
bottom of the screen at the end of 
the game. The cumulative score is 
indicated in the left-hand comer of 
the screen. 

Having wonthe word games, it's 
time to test numerical skills in the 
Numbers round. The player 
chooses six numbers from tour 
rows, the first of which contains 
| numbers between 25 and 100 of 
which up to four may be chosen, 
mw none at all. Rows two, three and 
four contain numbers of a value 
less than 10. Having chosen these, 
six numbers are displayedina row 
of boxes at the top of the screen. 
Then it's time for Cecil to do his 
work — Cecil is the unseen spinner 
who produces à random number 





































the screen. It ia then your task, 
within the 30 seconds available, to 
obtain this number (or the nearest 
you can get) by adding, subtract- 
ing. multiplying or dividing the six 
numbers, at the top. Fortunately, 
you don't have to use all the num- 
Bers. When time is up, the player 
| has to enter the calculations. Ifyou 
cant get close enough, Cecil dis- 
plays a perfect answer just to 
show you how easy it really was. 
Following this, there are three 
more word rounds followed by a 















nine letters. By pressingthe CorV | 


of up to three digits to the left of | 





numbers round. The climax of the 
game comeés with the Countdown 
Conundrum in which there are 30 
seconds to unscramble yet 
another anagram. 

So, pit your wits against the 
computer Or take on a friend orisit 
drienf... or maybe enfid ... 


CRITICISM 





6“: The TV programme is a very 
good, audience-involving show, 
but although it looks like an idea 
you could translate to the com- 
puter it lacks that certain some- 
thin sb Pd Ara wanttoget | 
the shelf and spend a long | 
time paso, mt. Countdown 
should onhy be played against | 
another person as this is the 
onky really competitive part of 
the game. | found myself stuck 
on long words in the 
Countdown, but easily getting 
the ten points available for 
obtaining the correct formula to 
form Cecil's random number. À 
skill lavel option is sadly needed 
«++ Countdown will appeal to a 
limited few who like a fun game 
for parties, but | reckon WI 
prove a little expensive for the 
average Countdown watcher. ” 


O Countdown is quite good asa 
words and numbers game, but 
there are no frlls, and very few 
thrilis. The theme tune rendition is 
absolute BASIC rubbish, and 
other than boxes to highight het- 
ters, | didn't notice any graphics, 
which could have brightened vp | 
the rather drab screen display. | 
got very littio entertainment from 
It, andeven ifyou rea fan ofthe TV 
seres, [doubi if this would appeal! 
to you much. Fm a little surprised 


that Channel 4 are giving the rights 


to such a game as lhis, because 
although it impersonales some of 
the series ' features quite well | 
think that this game would deter | 
me from watching the TV show. " 


O | used to watch the prog- 
ramme on the tely a couple of 
years ago, and 'm sorry to say that 
this does the show no justice 
whatsoever. The original's spirit 
has been lost along the way 
through the very stow play that 
makes it extremely monoctonous. 
There are no graphics to speak of 
and the sound effects are 
inadequate — nice tune though. If 
vou like the TV series and are a bit 
masochistio you'll probably get 
along quite micely, but in general 
Vo stay well clear ofit, 





COMMENTS 


Control keys: whole keyboard 


| Joystick: none needed 





E 


Keyboard play: very slow input 
Use of colour: below average 
Graphics: hardly any at all 
Sound: some weak spot effects 
and a passable rendition of the 
















Skill levels: one 

sorsana: three: the anagram 

me; the numbers game and the 
guntdown Conundrum 

General rating: Definitely not the 
best of TV conversions 


CAPTAIN SLOG 


energy may be ibkod up in the 
form of miniature spacemen, 
Bonus points can also be col | 












Producer: Alpha Omega 
| Retail Price: £1.99 
| Author: David Walton 


lugprints and Captains seem 
to be the theme this month: 
there's Captain Burn and 
now Captain Slog — similar jobs 
too. Slog supervises the construc- 
tion of spacecraft on his assembly 
line deep in space, lts the same 
thing week in week out. No wonder 
he's à bit bored. However, the sol- 
ution to his tedium |5 not quite 
what ha expected — suddenly, the 
robot controlled space ship seems 
to take on a life of its own. The 
robots throw down their tools and 
decide that enough is enough and 
they're going to rebel against their 
human oppressors. In the midst of 
this chaos is Captain Slog. And 
he's not happy at all. But before he 
can get away and abandon his 
space craft, he has to find nine 
blueprints which will enable himito 
fix the transporter. This is not an 
easy task, however, because the 
robots are out to get him. Although 
they cant shoot at our hero, they 
gradually sap away his vital life 





artefacts sap the Captain's energy 
when they are in his pockets, 

The troublesome robots can be 
| exterminated by a quick blast of 
laser fire and points are scored for 
every robotic nulsance info is sem 
to that great scrapyard in the sky. 
However, once a screen has been 
cleared of robots and is re-visited, 
hey-presto, the nasties have been 


Captain Slog moves around the 
multi-roomed star ship by way of 
his jet pack which transports him 
nicely upwards and downwards 
and hopefully out of the way of the 
| patrolling robots. With the aid of a 
map you can find your way around 
the ship but the brave Captain can 
onhy consult it when the map icon 
is it up at the top of the screen. 

Ôncçe a game is finished, a score 
screen shows just what percen- 
tage oí the game you have com- 
| pleted based on the number of 
Dlueprints that have been col- 
lected, The chart also shows how 
many of the meddlesome robots 
have been killed off. There is a time 
limit to the game and obviousty the 
quicker it's completed the higher 





Apart from the irmitating and 
| potentially lethal robots who roam 
ground, the complex itself seems 
| tohave taken. on a sinister person- 
ality of its own. Barriers of varying 
colours stop Slog from getting into 
different locations where the all 
important blueprints may be hid- 
These bariers can be 
removed, however, by collecting 
the barrier key in the relevant col- 
our, Other useful objects can be 
gathered along the way — extra 


CRITICISM 





| didnt expect much from | 
Captain Slog. | didnt get much | 

either. The game is awtul. The | 
Charantaro move about 





| 
| 
| 






















































Captain has been swiped from 
Project Future, and though the 
game has some nice ideas, the 
finished product is something 
that isn'teven worth a half ofthe 
cash asked for it. Captain Slog is 
the sort of game that really gets 
up my nose. “ 


O Captain Slog resembies a 
game that was around a year or 
two ago called Project Future 


as good or haifas playablie. lt plays 
quite slowly so it isn't very exciting 
or compelling. Graphically, things 
aren't much [fun either, the 
backgrounds are drab and the 
characters undefailed. The sound, 
on the other hano, is very goo0; 
there are a couple of tunes on he 
title screen and a selection of spot 
effects during the game. Gener- 
ally, this one will probably keep 
you interested for a wet afternoon 
or so and for tha price you cant 
really complain. ” 


6 Grr! They were good when 
they first came out but cant the 
budget software companies take 
the phrase 'arcade/ adventure' 
out of their programming vocabul- 


are the same, all consisting of 
small, useless graphics. The colli- 
son detection on à range from 1 to 
100 would get O. The sound is Of 


this helps in a game-that cannot be 
played progressively — you either 
solve it in the first session of play 
or you find it so impossible that it 


board and eu never see it again. 
Harsh words, you may think, But 
it's time the software Companies 
| grew up to the fact that the 
software scene is changing. 
Nearly every arcade/adventure 
budget game is the same. Captain 
Slog is all of the above and less. | 
just feel sorry for the people that 
don't read CRASH. They are the 
people that buy these awful games 
and encourage the budget 
software companies to publish 
more. End of complaintt " 


COMMENTS 





Control keys: definable 
Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: slow 

Use of colour: drab 
Graphics: small and undetailed 
Sound: above average 

Skill levels: one 

Screens: over 100 

General rating: Simply awful 









au 


 idiots, and the whole game plays | 
like a five year old's first attempt 
at BASIC programming. The 


| Producer: Elite 


Untortunately, this one is not half | 


ary. Most of these budget games 
the basic beepy type and none of | 


goes into some dark dingy cup- | 
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Retail Price: E7.95 
Author: Dominic Wood 


he Second World War is hot- 

ting up between the wartorn 

MB countries. Out in the pacific 
sporadic dog fights between the 
warring factions rage up in the 
skies, enemy forces are seri- 
ously building up their airborne 


| craft and it's up to you to try and 


limit their numbers before they 
obliterate the goodies for good. 
Yup, ELITE have turned their talents 
to converting 1942, a very earny 
Capcom game. 

You are taken into enemy zones 
on the deck of an aircraft carrier. 
When the situation becomes tdo 
dangerous tor the carrier to go any 


| further into hostila waters |l's time 


to fly up-into the skies to meet the 
enemy. às usual they appear to 
outnumber you grosshy. 
The enemy are pretty 
shooters and do their best to blast 
heroic pilots nght out of the air. 
However, if thus wasn't enough, 
those dastardly baddies are s0 
committed to their cause that 
they've turned into Kamakazis and 
will willingly sacriífice their own 
lives... Theysetacollision course 
and if they mest up with you in 
those lonely skies then it's cur- 
tains, and into the drink. One more 
life is lost from a dwindling supply. 
Fortunately, ammunition 15 nat 
in short supply — it's seemingly 
endless. Firépower can be souped 
up by collecting POWer points that 
r at random on the screen. 
Just as well, as the aim ofthe game 
is to fly over enemy islands and 
stratches of sea shooting anything 
that appears in your path. The 


| enemy are quite sneaky and 


sometimes appear from the rear 
and often follow quite random 
paths of flight so you never know 
where they're going to pop up 
next, 

When each level is completed, 
retum to the aircraft carrier and 
vou are transported to the start of 


| the next level where the fun starts 


again — and there are thirty two 


levels to fight through. There is | 


also a two player option in the 
game so you can compete against 
someone else, and see who wins 
superiority in the skies first. 

Apart from being able to move 
the plane backwards forwards and 
from side to side on the screen, 
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mean | 


| have let their standards slip a lit- 
tie. Paperboy maybe wasn't 


| ingly good, but the game is aver- 


| qualitiegs and playability in the con- 











| rid the skies of the Bad Guys 


vou can also perform rolis which 
come in handy in tight spots. Pick- 
ing up a white object in the air has 
a smart bomb eftect, and obliter- 
ates all the enemy planes on the 
screen. Another chançe to be a 
hero of the skies comes your way 


CRITICISM 


O “ After the brigade of great 
arcade conversions, | expected 
a little more from the father 
company of classics like 
Bombjack, but it seems that they 





quite as good às it could have 
been, but 1942 is definitely lack- 
ing. The graphics aren't amaz- 


agely playable and addictive. | 
probably wouldn't go out and 
buy 1942, because all tis is a 
fancified shoot 'em up. H you're 
really amazingly into “blast the 
enemy until they are nothing but 
a clutter of misplaced pixeis 
games, then there's a fair 
chance that this game will 
appeal to you, though if doesn't 
exactly grab me. But then there 
wasn't that much to the arcade 
original in the first place... " 


O “This game diant really 
impress me in lhe arcades, so | 
wasn't that interested when 1942 
poked its head around the office 
door, 'm sorry to say that |s seems 
to have lost a lot of its addictive 


version to the Spectrum. The vari- 
ous characters used ate not 


e 
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Neaaow Dakka Dakka Boom! Fighting pour way through the 
endless waves ofenemy airerafi with a mission to survive and 


| and only a few effects. Generally, | 


| the usual ELITE stuff, consisting 0Í 
| allthe options and a nice little high- 


ELITE games contain and they have 


| COMMENTS 
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detailed so they look alíttle on the 
shodoy side and the use of colour 
|5 SUS « The sound is a big dis- 
appoiniment as there are no tunes 


ama shoot em up fan, but this one 
doesn't really appeal to me as dt 
simply isn't fun to play. " 


O This must be one of the worst 
games to come out of the ELITE 
offices im yonks. 19842 contains 
extremely basic graphics and col- 
our that is used very unimagina- 
tively, The sound is not too excit- 
ing, and does more to get on your 
nerves than compliment the game. 
The presentation of the game |5 


score table. | can't say that Ive | 
seen the arcade game, but ifthis [E 
all that it contams then Um not 
looking forward to it. The game is 
not very responsive and the colli- 
son detection is appalling. | also 
noticed that planes can often fire 
at you even | they're in their own 
explosion. 1942 has none of the 
addictiveness that all the recent 


tarnished their good name with 
this release. ” 





Control keys: redefinable direc- 
tions, 0-4 to Roll 

Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: responsive 
enough 

Use of colour: lots of colour, 
resulting in terrible clashes 
Graphics: small, but fairty detailed 
Sound: lots of clicking sound 
effects 

Skill levels: one 

Screens: 32 scroling play areas 
General rating: À reasonabla 
conversion of a game that wasn't 
very good to start with 














ss “HOWTOGETYOUR Lt om) o nm TT 
Em SPECTRUM REPAIRED FOR ONLY £19.95 COMPUTER =! PIRES seca, 
— 2 MSELNEEM GENE 


Nórmol recommendes netail price 
| EA9,95, reclacomemt printed 






















: = 












Why not upgrade your BK Spectrum to à dx 
torasamte as ETA SS including var post and packing 
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| SPARES FROM OUR D.i.Y. SECTION 
WHY NOT PURCHASE THE SPARES FOR YOUR 
COMPUTERS FROM US. THE ONLY MAIL ORDER / 


COMPANY SELLING SPECTRUM SPARES. 


' ES Same day despatch service on receipt of orders. 
a Fou can order by Access card or call at our Reception 
to collect. 


a | 7 | dio o DE 
TEN x REPAIR SERVICE (ESSA) comnnneê 
* Five top games worth E33.00 for you to | Ale ma e mm mm 
computer spare parts over the counter. enjoy and play with every Spectrum repair. /a8 | OS OO OO O O 
* Allcomputers fully overhauledandfully + Werepair Commodore 64's, Vic 20'5, [ KEYBOARD | 
KEY 


tested before return. Commodore 16'sand Plus 4's. MPLATES E5.50 
Fulhy insuredfor the return journey, * The mostup to date test equipment DILSELSOpA&p 















+ While you wait service including 





















o 







Fixed iow price of E19.95 Including post, developed by us to fully test and find all 
packingand VAT. INota between price Faults within your computer, 

of really up to E30.00 which some of our * Keyboard repailrs, Spectrum rubber key em 
competitors are quotina) boards only ER 95, S6 Way ] 
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DiScounts for schools and coleges. * imonthwrittenguarantee onallrepairs. | ribboncableto F 
extend your ports for 
your peripherais À 


RUBBER MAT 
£1 0.95 E6.50 o ETSODE 


BEST SERVICE 
ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? Meira a | REPLACEMENT 


Need your computer repaired fast? Then send it now to the Number One Repair ; 
Company in the U.K. or call in and see us at our new full | POWER SUPPLY 
Psi Es 


y | 2) aa 
equipped 2,500 square foot workshop, with all the latest test equipment avallable. You mm, 4 A 
are.more than welcome. O hsm o ri cn 
We will repair your computer while you wait and help vou with any ofyourteçhnical problems. 4 | Tee 
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Commodore computers repaired for only E35.00. Please note we give you a 100% tow fixed 
price of E 19.95 which includes return postand packing, VAT, nota berween pricelikesome à Ui 
other Repair Companies offer. We don't shock you with repair bilis E30.00 upwards, We) É es fe e 

dont lust repair the fauit and send your computer back, we give your computer a: 


OVERHAUL WITH EVERY REPAIR WE DO:- 


We correct Colour, Sound, Keyboard, Check the loading and saving chip, Put newfeeton 
the base ifrequired, Check for full memory, Check all sockets including ear /mike and replace 
whereneeded, All for an inclusive price 0f 19.95 Including VAT al parts, insurance an post 
and packing. No hidden extras whatsoever. We don't have to boast too much about our = uertançs 
SErviçe as we have thousands of customers from ailover the world highly delighted with our E 
SErViCe. A first class reputation for speed andaccuracy. Don'tTforget, we are only twenty 
minutes from Manchester City Centre so why not callin, have a coffee with us and see Your 
computer beina repaired, 
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- “A Spectrum keyboard 
Hi membranes 
1! E5.50 plus ELSOp&p 
Spectrum Plus spare 





SPECTRUMSPARES , COMMODORE SPARES 





iu keyboard membranes 
| E12.90 plus E1.50p&p 

“ ZX81 membranes 

ES.00 plus E1.50p&p 





es ut is bh26= CLA 2500 

ME 65HO= Processbr 23.00 
ope Sê | 6581-Sid Chip 23.00 
PowersupplyTranstormers 995 | 905114-House Keeper 23.00 
& o ULA ECO 16.50 901225 -Graphic Rom 23.00 


Al prices DIS 1/59 Post ara ai E | 901226 - Basic ROM 23.00 

PA : | MHZ =K | 

CO R N E R ahi membrane | E569-VIC di 23.00 

pectrum gato ERR 

We regret we cannot Keyboard membrane EA Rara = Memory 800 

show all the components Spectrum Plus membrane 1290 | Pomer Supply 

| available, Just give us à Pta TENDER 5.50 | Transronmers EMO 
calland we can quote vou es - sro as A our prices include VAT put please ado 

over the phone delivery | Service Mânua! EO | ao are a 


































Commodore 
replacement power 
transformer E79.00 

plus E1.50pãp 


by 15t class post 





VIDEOVAULT HEALTH WARNING!!! 
sending your computer to any other Repair Centre can seriously Damiage its Health 


Eloy 


140 High St West: Glossop, Derb England 
Telephone: Glossop (STD 04574) 66555/67761 
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Producer: Artic 
Retail Price: £2.99 
Author: Jd Wilson 


he aim of this game is to win 
promotion to the first divi- 
| Sion — no mean feat. 
There's plenty of competition, so 
you have to be on your toas. Hav- 
ing chosen a club to | 8, à 
| braakdown of your squad is given, 
with a numerical assessment of 
the skill and ability of the players. 
To start the match, the cursor is 
moved to the matchstick com OM 

















the main menu and then you sim- 


| ply watch your team perform, At 


the end, the final score is given, 


| with details of attendance, gate 
| receipts, players wages, and loan 


interest. This is followed by match 
results for the whole division, and 
the current league table, 

- By pião the pound ei 
Icon you can find out about the 
club's financial situation. Loans 
can be used to bu a player to build 
up your squad. transfer list is 
brought up by choosing the ss 
and form icon. ria gives detaiie of 
the player for sale: his skill and 
energy rating, the sellers, his cur- 
rent value, and whether other 
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clubs are interested, Alternatively, 
you might want to give a player the 
old heave-ho, in which case, you 
choose the boot icon on themenu. 

The season is long and hard, 
and only the most determined 
manager can hope for promotion. 
Only you, as rugby manager, can 
discover if you've got what ittakes. 


CRITICISM 





"the same 





| General rating: Only for avid 


their  all-acion International 
Rugby (Union) and not tried (for- 
pç om go into the 

Wy League with a very poor 
copy of Football Manager. The 
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e“ arme should have stuck with | 
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presentation of R Manager 
is very smart — using a cursor 
for options — but the game itself 
is very poorly structured. The 
actual match is badly done, with 

defenders 








against one attacker on every 
attempt. " 


O “ Thers is nothing in this óne 
that is mildly interesting and | cer- 
tainly couldn't play it for longer 
than one game. The graphics are 
well below average, the characters 
are smail and undetailao, and the 
use of colour is so bad that you 
can hardiy make out the other 
rio io tha pio sou is 
p' you are O dei 
hear a beep or two during the 
course of the match. | didn't feal | 
was actually participating. " 


O “ Rugby Manager is nothing 
more than a joke. The graphics are 
abysmal, the sound non-existent 
and the whole game very boring 
indeed. The cursor is the best bit 
because icons, strategy, enter- 
tainment value and all the usual 
stuff are just not there. Even at the 
price, it's awtul value for money, 
amo it's not in the least bit addic- 
ve. 






COMMENTS 





Control keys: O up, À down, O 
left, P rei E 
Joystick: Kempston, Sinclair 
Keyboard play: responsive 
Use of colour: bad clashes on the 
match sal 
Graphics: unadventurous 
Sound: virtually non-existent 
Skill level mr Bida 

a 












Rugby fans | 



















Producer: Central 
Solutions 

Retail Price: £0.99 
Author: Barry Jones 


he show is about to begin 

+ butwait! Something terri- 

bla has happened. All the 

| stars have been struck down with 

the dreaded lurgie. There's only 
one thi 

stand in! 





rthem. 


THE GREATEST 
SHOW ON EARTH 


to do — you'll have to 


Enter the ring as Tightropa Ted. 
Balanced on a uni-cycle, brava the 
high wire and its perils. Then, a 
quick change in the dressing 
room, and emerge as Sidney the 
Strong Man. Are you à wimp, or 
can you manage to pull a 100 ton 
truck? Succeed at this and 
assume the quise of Marvo the 
Mindreader — unscrambls an 
anagram and type m the correct 
answer.) Enter next as Co-Co, the 
Enife-Thrower. Try to score over 






ten points but make sure 
stab him in the bread bas 
risk life and limb by taking the 
place of Charlie the Human Can- 
nonball. Make sure he lands in the 
net or there'll be a nasty splat on 
the sawdust, Yuki] 

Providing you last this long, all 


Next, 


| that remains Is to dazzle the audi- 


ence with your final act! Wonder 
what that can be? 


CRITICISM 








conversion. 


Ma Surer) 


drive transfer with TZ, 





programs. 


ONLY E 11.99 on tape ORE? 










udont | 


SPECTRUM TAPE and DRIVE TRANSEER UTILITIES 
TUB - ESSENTIAL for ALL Spectrum owners - our tape utility for backup and drive 


" Simple ouça tar fast-ioaders — accurate even df over 48k. (tone and baud rate 


“ Intagrated header reader, manages headériess blocks. 
* Denho with clicky loadárs — converta COMPLETELY to normal for tape load (plus easy 


-PLUS MANY OTHER FEATURES — À UNIQUE PRODUCT! 
COST only E5.99 om or E7.59 on midrive cart. 


TRANSFER PACK 2 - FOR TAPE TO DRIVE TRANSFER 
Package 0! programs INCLUDINO TUS, other utilities, allows drivo transfer of 


mar 
= Details given on transfer af 40 programs. 
- Manages virlualiy-ali chcky leaders. Bytes chopper/splitter, header raadeor etc. 
State name of drive system Mpb Opus disc, ste 

2 don midrive cart. INFORMATION SHEETS 1 each) up 
to No. 18 avalable) includes many top 20 hits — SAE for Imt. 


MICROTRANS - M/drive utility | | 
Two programs - à must for al mvdrive quners, Fast and EASY DRIVE to DRIVE back-up, 
TAPE TO DRIVE fino headerless) = does NOT CONVERT PROGRAMS. Multipla erase 
é páçÃ [ing true cet, printer outpul) ete, ate. 
ONLY €3.50 on tape, £4.50 on cartridgs 


OVERSEAS: add £1 Europe, E? others for esch, UPDATE SERVICE = SAE for details. 
PROQF CARRY OUR MONEY BACK GUARANTEE (not updates) 
LERM, DEPT UA, 11 BEACONSFIELO CLOSE, NHITLETY BAY TYFNEANDWEAR 


worth playing for. The different 
o pç a all basically very 
mg. 


O “ This game, even for budget 
software, is below standard. T 
graphics are sloppy, single charac- 
tor blocks or lange unanimated 
figures. The backgrounds, where 
É are any are cull and unin- 
teresting. The sound is poor — 
oniy a few spot effects here and 
there — and it is irmitating as well 
because you cant tum of the 
screeching effects on the title | 
screen. There is not enough in this 
to entertain me for more than five 
minutes. 


O * Hardy what | would call the 
Greatest Show on Earth, despite 
the title. The colour schemes are 
terrible, the characters very basic, 
and the game generally lacks 
polish — but the idea is a good 
one. Although | would much rather 
have a better, and consequentiy 
more expensive game, TGSOE is a 
simply a cheap bit of fun. " 





COMMENTS 


Control keys: varies from screen 
toscreen 

Joystick: keyboard onty 
Keyboard e ds responsive 

Use of colour: fairy colourtul 


| Graphics: too basic 


sound: not very good at all 
Skill levels: one 

acreens: six 

Generai rating: An interesting 


| idea but lacks finesse 


Use of computer St %o 
Graphics 28% 
Playability a 
? 4 
Addictive qualities 32% 
Value for money 41% 
Overall 31% 
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COBRA 


Producer: Piranha 
Retail Price: £9.95 
Author: Five Ways Softwar 


ha World is in mortal danger 
from a evil gemius known 

m only as The Enemy. He has 
hacked in to the world's defence 
computers and is now threatening 
to unleash the world's nuclear 
weapons and destroy everything 
and everybody unless his 
demands are met. 

The Enemy has kidnapped top 
computer boffins, and hotds them 
hostage in his four-level head- 
quarters complex. Each of the sci- 
entists knows one digit from the 
secrat code which opens the entr- 
ance to the fortress's main com- 
puter room, If someone was 
courageous enough to penetrate 
the complex and destroy the com- 
puter, then the The Enemy's plans 
would be thwarted ... 

The Powers that Be decide to 
fight back, and a force oftop com- 
mando fighters is assembled, 
code named COBRA. Eight com- 
mandos are in the team and your 
first task is to select a quartet to 
undertake the mission. As the 
Strike Force enters the foriress the 
alert is sounded and The Enemy's 
deadly computer program stars 
running: the countdown to oblivion 
has begun!... 

The aim is to explore each level 
ofthe complex, working as a team, 
and locate the computer sciantists 
| held prsoner. Pressing the 
| appropriate number changes the 
team member under the player's 
control. Each commando is equip- 


STRIKE FORCE 








ped with a DLB, a digital lock 
breaker, which can help crack the 


combination that gives access to | 
| the main computer. The more of | 


the code you have in your posses- 
sion the quicker the DLB can break 
the combination. At least six digits 
are needed to give a realíistic time 
scale, and whenever a commando 
finds a scientist, another digit (5 
collected. 


The sceneryscrolls in JD as your | 


agile commandos leap, roll and 
walk along the corridors. Windows 
can be leapt through and some 
doors can be kicked down, while 
others are operated by swriches, 


| like the inter-level lifts. Switches 


are marked with a D (Doors) and L 
(lifts) and are often some distance 
from the door or lift they activate 
— teamwork is called for. 


Guards and droids patrol the | 


cormidors and rooms, and need to 


| be avoided or taken out with a 


quick burst Of machine gun fire or 
the lob of a grenade. Some rooms 
contain fiendish auto defence sys- 


tems, such as mobile lasers and | 


glectro-blocks, and puzzle-solv- 
ing skills are needed to get through 


safely. | 
Datails of the digits already col- 


| lected and the status of each 
| member of the team are given on- 


screen together with the number 
of the conmmando currently con- 
trolled and the time left betore 
oblivion. Extra timé can be won 

disabling remote computer termi- 


| nais, and first aid kits can be useto | 


build up tha strength of wounded 
fighters. 

Good luck prospective agents, 
you'll negd it 


Cameron selects Kawaiski to heip him with his mission. Can 
you spot John Minson in the line up? He was digitised along 
with other eminent people — there's a comp this issue if you 
reckon you know which comando is Minson... 
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CRITICISM 


O “it's not often that | play a 
| single game all afternoon, but | 
just couldn't pull the plug on 
Strike Force Cobra. | esto | 

amep very complicate 
first, pó after a while it all 
became very clear. Controlling 
your commandos is a little on 
the tricky side to start off with 
but it soon becomes fairly easy. 
The graphics are detailed 
although they are notas clear as 
they could be. The characters 
are nicely animated and full of 
detail. The sound irdaleod of a dis- 
appointment as e are no 
tunes and onhy a couple of spot 
effects. | enjoyed playing this | 
game as it is very original and 
compelling. " 


0 “Strike Force Cobra is an 
extremely complex game thal 
takes a lot of time to get into. If's 
very well presented with lots of 
pretty graphics, and a screen thai 
contains quite a lot of colour — 
without any colour clashes. The d- 
D effects are very good and give à 
feeling of distance and perspec- 
tive, re are lots of touches thal 
bring the intended atmosphere to 
life — kicking doors and jumping 
through windows adds to the 
favour of the ition. | was a 
bit disappointed to see that lhe 
game suffered from locking Up on 
you when there was a bit ofactivity 
on the screen, orwhen it was Irving 
to make a few feeble sound'e 

— this made the e very awk- | 
ward to play. | think that Strike 
Force Cobra has a very promising 
game in it somewhere — but 
whether you'll get to find it Is 
another matter! ” | 


O The very first time | played 


like this. Strike Force Cobra, | 






Your commando kicks in a door to get away from that nasty 
looking dalek creature behind him 


Strike Force Cobra, | didn't rate it 
all that much, but perseverance 
has realy opened my eyes to à 
good strategy arcade game. The 
PIRANHA labet is Obvioushy gong to 
be one to be reckoned with, First, 
they launch a quality fun game like | 
Trapdoor, and then a good 
strategy shoot-blast-bash “em up 


think, isn'ta game that you ses ina 
shop-and say 'gorra get a copy of 
this like soon", but if you buy it, | 
think it's a pretty likely bet that 
you'll play it for a good while, and 
enjoy nt. 


COMMENTS 


















Control keys: upHeft E, R. T; 
downyright D, F. G; up/nght Y,U,|; 
downtett H, Jd, Kjump W,O, 5, L; 
dive O, P, A, ENTER; shoot gun V, 
B: throw grenade CAPS SHIFT, 
SPACE; crouch C, Ni stand X, M; 
kick Z, SYM SHIFT 

Joystick: Kempston, Interface 2 
Keyboard play: needs practice, 
but responsive 

Useofcolour: neat | 
Graphics: good animations, tidy 
3D effect 

Sound: spot effects 

Skill levels: one 

Screens: scrolling play area 
General rating: Complicated, and 
tricky to get into but well worththe 
effort 


Based on Judo, UCHI-MATA, is probably 
raça » the most advanced and challenging 
martial arts simulation to date. 


All the skills 'n' spills = without the bruises!!! 


Commodore 64/1728 Cassette E9.95 Amstrad 464/664/61 28 
Disc ET7.95 Cassette E9.95 Dscf1/3.95 
Spectrum 48198  Cassette E8.95 MS Cassette E9.95 


Brian Jacks received his black bel, 
t5t Dan, when onhy 15, He E now 
a Tth Dan, an elite world group, 
Having won the British 
Championship eleven times, the 
Open Championshp five times, the 
European Championship four 

| times and an Olympic Medal, he is 
one of te most knowledgeabhe 
and foremost exponents of Judo 


mn the mora. 
Technical consultant, Brian Jacks, 


completing a successful LUCHI 
MATA, one of the many exciting 
throws incorporated in the game. 


| | da à ch is the registered trade mark of Software Communications Limited, 
m Q | QC Martech House, Bay Terrace, Pevensey Bay, East Sussex BNDS GEE 
TRADE ENQUIRIES WELCOME. PHONE: (0323) 768456 TELEX: 878373 Martec G 
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“CRITICISM | 
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Sea pestRGaE, eg | 


GEN 19 is the most sophisticated 
combat droid ever built (since 
SRA Maggie Thatcher!) Now you must 
guia pé ni use it to repair the completely 
EA Ze es berserko computer, TUJAD — 
Li | before it destroys you! user 
friendly eh? We think not! 


JÁ pi 


AMSTRAD 464/664/6128: Cass [985 
Disk 14,95 


SPECTRUM 48/128K: Cass £8.95 


o GE 


Aaaghh! Where am |? What's my 
name? | have been transported 
back to the world of King Arthur 
and Camelot. Land sakes! | now 
have to fight my way through 
forest, lake and caves (phew!) to 
Camelot Castle where | can find 
the key to the whole mystery! 
Tempting eh folks? It's coming, 
so keep up the paper round! 


AMSTRAD 464/664/6128: Cass [9.95 
Disk £14.95 


9PECTRUM 48/128K: Cass £B.95 


AVAILABLE FROM ALL GOOD SOFTWARE RETAILERS - [FITS NOT THERE, PLEASE ORDER IT = OR IM THE CASE OF DIFFICULTY SEND YOUR-CROSSED CHEQUEP.O, MADE QUTTO 
AROLASOETUM LTD, INCLUDINO YOUR OWN NAME AND ADDRESS, TO ARIOL ABOFT PO. BOX 461, LONDON NNW FND 


i1004P=-oOo-NDp 











Producer: Design Design 
Retail Price; £7.95 
Author: Graham Stafford, with graphics by David Fish 


hhhrr, once again Earth is 

being threatened by nas- 
| ties from outer space. This 
time however the situation is far 
rom timid. 

The interstellar battle between 
Andromedan forces and good ol 
Mother Earth has reached its 
elimax. For years the war has 
raged throughout the universe in 
between ãádeons of. stalemate. 
Earth's commandears have 
decided to put an end to the con- 
fiict once and for all by attacking 
the. crucial Andromedan lifeline, 
ine Hyperspace route between 
| Andromeda and Orion. Because It 
provides them with essential 
Supplies without which they would 
be unable to continue the war, 
annihilation of this route would be 
disastrous for the Andromedans, 
Ashrewd move on Earth's part you 
must admit. However, in order to 
aecomplish this daring attack 
Earth has had to devise a totally 
new sort of Super Weapon code 
named Nexor after tha planet 
which was used to house its 
development. k is very secret 
indeed, 

After pa aaa studies 
and an awful lot of planning Nexor 
eventually reaches committes 


Stage. À date is set and all the | 


Nexor Big Cheese staff potter 
downto Earthfora ong and boring 
conference over lots of cupsoftea. 
Nexor however, left in the hands of 
the minion workers, becomes a 
prime target for a counter attack 
by the Andromedans (not so secret 
after all). The dastardly enemy 
launch a huge attack on the 


unquarded plamet, hell bent on | 


seizing the Nexor plans. The attack 
results in carmage, and all the 


workers bar one are killed. This 
soe survivor of the Andromedan 
attack realises there is only one 
thing left to do. He must somehow 
locate the ten modules (scattered 
around the Nexor complex for 
reasons of security) that make up 
the Super Weapon and transport 
them down the Matter Transter- 
ence beam to the nearest Earth 


space ship along with the allimpor- | 


tant blueprints. 

This is problem enough, what 
with the complex gradualhy being 
invaded by Andromedan combat 
droids. But the sole survivor has 
another problem. The Matter 
Transference Beam has been dam- 
aged during the fighting and must 
be fixed before anything can be 
beamed to safety, Naturally there 
is a limited amount of time to 
achieve this before the Androme- 
dans take over. 

At tha game's start you are bles- 
sed with eight lives but contact 
with the invaders' equipment or 
the invading droids themselves 
results in one of these being lost, 
So courage must 
plemented with skill. The Nexor 
complex is made up of hundreds 
of separate rooms, each of which 
is an individual puzzle in itself. As 
the game progresses these róoms 
é ualy become filed with 

dromedan droids determined to 
prevent completion of your mis- 
son. 

Apart from increasing numbers 
of Andromedans, the rooms are 
populated with an assortment of 
nasties which must be avoided. 
Some exits are inaccessible 
unless objects are used tó reach 
them. Chairs and blocks can be 
picked up and dropped at 


Stompino through a ralher dangerous part of the complex 
row upon row of bombs lurk, each one just waiting to be 
OLcheo and delonate 





be com- | 





| man, 





strategic points to reach higher 
places. Conveyor belts take you 
night into the path of danger and 
seemingly harmiess objects sud- 
denhy zapp you right out of exis- 
tence, Inanimate blocks spontane- 
ously sprout legs and scutile off in 
pursuit of something far removed 
from what you have in mind and try 
and flatten you into the bargain. 
Whether they're Maggie Thatcher 
look-alikes or the more conven- 
tionally shaped droids, the nasties 
ara all equaliy dangerous. 

ifa game is prematurely aborted 
a Status report shows you how 
much has been completed and 
how many essential pieces of 
is iba you have managed to 
find. 


The quest takes place in a vast 
three dimensional maze flanked 
with steep walls leading to more 
levels: These can be reached by 
way of rather unorthodox lifts 
which disquise themselves as 
bubbles or blocks. By jumping 
onto a It it's possible to reach new 
parts of the maze, thus getting you 
a bit nearer to safeguarding the 
Nexor secret for ever and certainly 
Keeping it out of tha Clutches of 
those inscrutable Andromedans. 


6“ Good stuff!. you're into Fil- . 


mation games, then Nexor will 
appealto you in a big way, | think. 
The graphics are very good 
indeed, but some parts of the 
game behave rather unrealisti- 
cally, such as when your bloke 
falis way down through fifteen 
screens and, on impact, walks 
off with no damage whatsoever. 
Despite this unfortunate aspect, 
the game isn't bad at all, and 


unlike the Amstrad version, itis | 


perfectiy possible to die. In 
places, Nexor is very like Bat- 
though the latter is 
superior, due to a greater degree 
of playability. That said, Nexor 
has its fair share of both playabil- 
ity and addictivity Worth a look, 
if you're not yet bored by the 


| mega millions of 3D games that 


have already appeared on the 


| Spectrum. “ 


| en so far then Vil easily get very 


| ferent enough to make it stand 


| that it played in a similar way to all 


' The sound is minimal with no tuna 


| effects, Generally if you like this | 


that is new or interesting. 


"Control keys: definable 


| face e 
| Keyboard play: pleasantly 


| bored of Filmation games, then 





O “its all very well saving that 3D | 
games are great, but after the | 
amount that lve plaved | must 
aomit that if it isn't the best 3D 






























red with it. Nexor has al! the 
potential to be ore of the great 3D 
games but is let down by the fact 
that it is very unpiavabla — and as 
a result becomes boring after a few 
games. The problems that have to 
De encountered are easy to solve 
ôonce you get to the room contain- 
ing them. The only difficulty | found 
in tha game was the actual trudg- 
ing around the maze ofrooms. The 
graphics are definitely the best ele- 
ment of the game — very well 
drawn and animated. As 3D games 
go it's well inplemented, but untor- 
tunate!y | couldn't find anything dif- 


out, 


O | was slightly shocked when | 
loaded this one up and saw that it 
was in boring old Filmation. Have 
DESIGN DESIGN gone soft .,. are 
these the same people that 
brought us such fast and furious 
gomes as Dark Star and Rommel's 

evenge? After playing it for a 
while | was not surprised to find 


the other Filmation games — there | 
is a nice feature though, some 
times you can walk from one room 
to another without a door The | 
graphics are up to usual Flimation 
standards, excellent, very large 
and well detailed and the Nexor 
complex has nice wall paper too! 


and only a few inaudible sound 


sort of game then | recommend it 
to you, however if like me, you are 
bored to tears with Knight Lore 
look/play-alikes then stay well 
clear of it as there is very little here 


[O 


Joystick: Kempston, Cursor, Inter- | 


responsiva 
Use of colour: the same 6!' 
monochromatic Filmation mask- 
in 
Graphics: very good 3D, as usual 
in this sort of game 
Sound: like most DESIGN DESIGN 
ames, minimal 
kill levels: one 
Screens: 128 
General rating: | you're not yet 


check this one out 
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Producei: Black eee 
Software 

Retail Price: E2.99 

Author: Quantum 
Productions 

n interesting approach to 


budget software, this one 
— jts a compilation of 





three | 

and Moonraker. 
| Protector is a Defender-style 
shoot em up which re-employs 
mary features familiar to Defender 
fans, including a scanner, smart 
bomba and dematerialising capa- 
bility. The aliens swoop down from 
the skies trying to pick up energy 
cells. Once captured, the cell is 


the screen where it regenerates 
the meanie into a higher life form 
| that suddenly develops a powerful 
urge to locate your exact position 
and blast you out of the skies. 

The green doobries pounce 
down on the harmless energy cells 
and drag them kicking and 
screaming into orbit to produce 
the more sophisticated red droids. 
The yellow blocks lay mines which 
cause dreadiul problems later on 
unless they're well and truly 
biasted, Maximum points are 
scored for killing the magenta 
| aliens, l'these are hitthey explode, 
releasing lots of smaller aliens. 
Cyan oblongs locate the shuttle 
with pin point accuracy and one 
touch spells destruction. 

The second game, Syninx dl, is 
full of dangers. Before you can 
extricate yourself from an unpleas- 
ant situation, ffteen keys have to 
be found. These are scattered 
around the maze-like tomb of 
ayrirc and take a bit ofhunting out, 
The place is filled with lots of horn- 
bie monsters who quard the keys, 
and make life difficult, 

You start ra mission with 395% 
energy. Colliding with monsters 
| loses energy. You have, however, 
| been provided with a mifty laser, 
although indiscriminate use is 
unwise since il also uses up 
energy, and the game ends when 
energy is at zero. Collecting a key 
| replenishes energy. 

The last game in the trio comes 
complete with a separate program 


= 


EUA 


PT 


Protector, Syrinx Il. 


camied by the alien to the top of | 


| able arcade games 








of instructions .. A Survey indi- 
cates that a moon at the edge of 
the galaxy contains rich mineral 
deposits. Rival mining corpora- 


| tions despatch teams of mining 


and fighting equipment to plunder 
this mysterious and wealthy place. 

When the rival corporations 
armive on the moon, the mystery 
deepens. For the moon is inha- 
bited by machines and not 
humans. A desperate batile 
begins between the rival groups 
and the natives ofthe moon. 

The two-player game is played 
on a grid with each player control 
ling one of the rival mining corpo- 
rations. Mines must be captured 
and the rival corporation pre- 
vented from capturing other mines 
by blowing up opponents' Moon- 
raker shutlles Or taking over mines 
already used by the locals. And the 
robotic natives are understanda- 
bhy miffed at having to share their 
lucrative moon with a bunch of 
power crazed mining corporations 

Three different games, each 
with a different style of play and 
action, all rolled into on& budget 
package — bit like the old days, 
really, ... 


& “ This tape certainly offers 
great value for money; two play- 
and a 
strategy game for a quid each. 
None of the games are excel- 


tant, but they are all good fun for 


a couple of hours or so. The 


graphics on the whole are about 


average. The first game is a very 
playable Defender clone with 
small and undetailed charac- 
ters, but they scroll nicely all the 
same; nice spot effects too. The 
second is a fairly unoriginal 
'fetch the keys" arcade adven- 


ture that plays quite slowly. The 
screen scrolis in quarters so it 
can be quite hard on the eyes. 
Characters are small and they 
| move about ai The pl 
doesn't real aitome, as 

mplicatea, On the 
whole | recommend this pac- 
kage as itwill probably ontertain 
vou for as long as an expensive 
without costing so 


is very complicated, 


game, 
much. ” 


Can you escape from lhe nasty dungeons by collecting keys, 
zapping and avolding monsters and keeping energy levels 
topped up? SYRINX UH from Black Anight 
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O “ Protector, though lookin pi dt 
a game from the dawn of 
trum time, is amazingly addlietive, 


that ought really to go to the origi- 
nal authors of Defender. That said, 
Protector is a fair, if not Brilliant 
clone. Syrinx Il isn't particulary 
| stunning, but the last, Moonraker, 
though not graphically anything 
ego or eve opening, has certainty 

a great deal! of scope for play, 
especially for non-arcade freaks. 
Overall, for the price, Kmght 
Games || represents quite good 
valve for money, but if you buy 
expecting to get three supremely 
well programmed, professional, 
polished alii you're going to 
be disappoin! 


O “Three games for two pounds 
— cant be that bad, | thought. 
Protector is a not very 
translation of the arcade game, but 
plays superbty and extremely fast 
on the higher levels. This game 
alone is worth the asking price, 
Unfortunately it's let down by a 
couple of games that are much 
below the standard. Syrinx Ilis a 
very boring arcade adventure 
Bogravated by quarter screen 


Producer: Bubble Bus 
Retail Price: 795 
Author: John Cain 


| nother game from the 

| author of mega-selling 

Booty! The story is setin a 

strange house owned by a mad 

professor who invents weird and 

wonderful gadgets. His home is 

full of them, and some are very 

sinister indeed as our hero finds 

out when he unsuspectingly pays 
a visit during Bob a Job week. 

The hapless Boy Scout trots up 
| the garden path full of good inten- 
tions and rings the rusty bell, An 
óld man wearing huge horn-rim- 
med spectacles answers the door. 
Just as the lad is explaíning that 
he's come to do some good turns, 
the old man suddenhy silumps to 
the groure whispering, My pills, 
my pils.. 





but | suppose that the credit for 


accurate | 


scrolling. Moonraker is a very | 
complicated and time consuming 











affair consisting of very small, 
| Unimaginative characters. t may 
| be three for the price of one — but 
to my mind, only ons ofthe games 
ts morth it, * 


COMMENTS 





Control keys: vary from game to 


game 
Joystick: Kempston, Cursor, 
Interface 2 


| Keyboard play: fairhy responsive 


Use of colour: atiractive 
Graphics: good on the first game 
and acceptable on the other two 

Sound: spot effects on all games 
Skill tevels: 25 on the first game: 

one for each of the others 
Screens: scrolling on Protector 
General rating: interesting and 
appealing combination 


it's a race against time to find | 
| the pills which are locked away ina 


safe. First, sixteen keys have to be 
found . . . and there's a time limit: if 
YOU take too long then the Prof 


dE Salg pull through. 


ret inventions hidden in the | 


house are possessively quarded 
by bits of machinery, and the ser- 
vants who help with the upkeep of 
the house don't limit themselves 
to doing the housework and a bit 
of gardening. The old man's min- 
ions are highly trained individuals 
who have been 
attack anyone who enters the 
house. With all this to contend 
with, the líttle Scout is going to 
have quite a hard time locating the 
keys and combination. .. 

“ach room in the house is filled 
with strange creatures and 
gadgets which are seton removing 
the young infiltrator from the pre- 
mises. Three lives are supplied. 


Contact with the odd-ball staff is 





EE 
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instructed to | 












generally fatal, and jumping too far 
down onto lower platforms also 
spells death. To get around this 
imitating problem, the Scout must 
| master the use of mobile platforms 
controllad by bellpushes. By pres- 
sing the appropriate button, a plat- 
form can ba moved into place to 
bridge an allimportant gap or sum- 
mon a moving platform to your 
rESCUE. 

Secret passages link screens, 
but where they lead is à surprise in 
itself. Predictably, the keys and 
important items in the game are all 
carefully quarded by the scientist's 



































are actually trying to help their 
master. 





O “Ii was expecting Moonight 
Madness to be a fast all-action 
arcade adventurs/come 
shoot'em up, but on loading 
turned out to be a slightly disap- 
| pointing Booty sequel. After the 
usual initial struggle to master 
| the controis and leam the 


quite fun to play and even addic- 
tive to a certain extent. The 
| graphics are large and colourtul 
| but there is a lot of character 
clash which does get on your 
nerves after a while. The sound 
is fairiy well done: there are 
some nice effects and a tune 
plays continuously. Not a bad 





| Producer: Mirrorsoft 
Retail Price: ET9S 
Author: David O'Conner 


nto the mystical lands you must 
venture in search of the secret 
potion of Zythum. This is a very 
ancient type of beer which gives 
the part mystical powers and 
possibly even eternal life. H has 
been lost for centuries in this weird 
and wonderiul landscape and 


ou, but it has never been found, 
One of the main reasons for this is 
that the country in which it is hid= 
den is inhabited by various guar- 
ano who possessively guard the 
elixir, 

Four separate landsctapes have 
to be crossed during the joumey 
to the potion location. Three lives 
ara available, and a life is lost each 
time you make contact with one of 
the quardians that pursue you mer- 
cilessly on thê jourmêéy — you 
return to the start of the current 
land when death comes... 

setting out with a burning desire 
to locate the Zythum you are 
equipped with a fist tulloffire crac- 
kers and a limited number o! 
bombs. Firecrackers seem to go 
on forever, but use the bombs spar- 
ingly because once they're gone 


that wards off evil spirits is 
amongst the useful objects that 
can be collected on the way: a 
chalice conters the power of levita- 
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| bad bits in the game. The main 


all the moving characters on the 
minians who have nó idea thatyou | 


'physics' of the game, itbecame | 





many have searchad for it before | 


there air't no more. À magic staff | 





game, overall, 
remarkable. ” 

O “Booty was a real classic inits | 
day being easily the best cheapie 
ofits time. Hasn't John Cain come 
down in the world! Moonhight Mad- 
ness isn't anything like as g000. 
The title screen plays a nice tune, 
and has got some pretty anima- 
tion, but there were some preily 


but nothing 


Character moves at an amazingly 
vaned pace, as if thores a force 
ten gale blowing to the left. When 
any attempt is made to move right, 


screen slow right down, and the 
man reaily has to slog it out against 
this pomertul “wind”. As far as 
drab, boring, unatiractive, unih- | 
teresting, overpriced platform 
games go, Moonlight Madness is 
pretty good, By normal standards, 
though, fts dire. 


& Bussir sus have been 
reknowned for their great arcade/ | 
adventures, so when | saw that 
they had teamed up with the 
author of Booty | was really look- 
ing forward to ago Ah a 
had come up with — the end resu 

is extremely disappointing. The 
presentation of Moonlight Mad- 
ness is well up tó secratch, great 
inlay story and picture, anda good 
loading and title screen — but the 
game leaves a bit to be desired, 
BUBBLE eg sesm to have no this 
game in the wrong range, Moon- 
light Madness should be in the | 


| | tionand a crucifix gives short term 


immunity from the custodians. 
Money bags and treasure chests 
are worth bonus points. 

There's no time to hang about 
and enjoy the scenery, however, as 
each of the four levels must be 
completed in just eight minutes, 
Take amy longer and its back to 
square one, Apart from the custo- 
dians and quardians this country 
contains many natural dangers. 
Quicksands suck a hapless travel- 
ler to a sticky death while bottom- 
less pits must be skillfully jumped 
over or else — whese! Dead. | 
Marsh mud sticks to your fest and | 
temporarily saps jumping abilities, 
while spring pools send you 
cavorting into the air. Hidden land- 
mines, buriad In a sneaky attempt 
to get nd of unwanted travellers 
also have to be avoided. The vege- 
tation is also a bit weird because | 
some bushes make you invincible 
tor a short while. 


Ft through okay, H you're lucky! 





Minibus range — it has all the 
makings of an average budget 
game. The graphics are none too 
exciting, consisting of colourtul 
but flickery characters. The games 
drawing point is the sound, and 
there are a few go0d tunes — one 
continuous throughout the game 
— and neat spot effects. To my 
mind, Moontight Madness is an 
over-priced little game that could 
ba beaten by many a budget 


title, ” 


COMMENTS |, 





Control keys: redefinable 
Joystick: Kemmpston 
Keyboard play: slow and unre- 


sponsive 

Use 9f colour: lots of colour 

resulting in lots of colour clash 

Graphics: small and uninteresting 

Sound: little tunette plays through- 

out, good spot effects 

Skill levels: one 

Screens: d3 

General rating: a seque! to Booty 

which doesn't seem to have proq- 

Pei from the first game by John 
n 





The action takes place in a scrol- 
ling window in the top hai of the 
screen. An arrow points to your 
position ora map along the base 
ofthe the screen, below the status 
area. H'd better be a good brew, 
this Zythum — you'll need à good 
drink on arrivall 





O “At first, Zythum held a 
reasonable appeal for me. After 
playing for a length of time, 


though, things started to get. 


crazily frustrating. The game 
seems to have been written so 
as to make it as unaddictive as 
is possible. H that was the 
author's objective, then he's cer- 
tainly succeeded. The graphics 
are pleasant enough, but you 
really start wanting to belt the 
life out of your Spectrum when it 


Trapped between the guardians and a nasty looking bush, 
you've got three lives left and lots of bombs so you might make 





kills you off pixels before the end 

of a stage and sends you right 

back to the beginning, time and 
again. The idea for Zythum isnt 

the best ever conceived — but is 

definitely not the worst — 

though after playing the game 

you might need some convinc- 

ing of that. Quite good in all its 

faceis except addictivity This 

isn't a game | would recom-| 
mena. E) 


O “| found that Zythum was well 
presented but lacked a very chal- 
fenging or addiciive game. The 
graphics are very detailed Dut the 


| colour is completely wrong. The 


blus on white scraen is very hard 
to see and strains the eyes. | felt 
that you had to be good aí the 
game to really enjoy it, because the | 
distance you have to cover lo get 
anywhere in Zythum is quite large. 
The graphics are the most impres- 
sive part Of tha game, às they are 
large and recognisable but could 
have had some better animation 
to bring them alive. The game 
didn't consist of much to keep me | 
playing for long — it was just a 
case of judging distances and 
shooting baddies. Zythum is a very 
basic 'up and down" game that 
requires little mental ability and is 
very easy to leave. * 


O Oh no. Oh no! | cant play this 
ame any more; its just 50000000 
rustrating, its unbelievable! A split 

second of misjudgement, and its 

back to the beginning again. Okay, 
so some games are equaliy as 
demanding in their necessity for 
accuracy, but they don't penalise 
mistakes quite as harshly as 
£ythum does. The fact that fts so 
maddening is quite a pity consid- 
ering the game has got so much 


| potential for playability. Graphics 


are passable, and the scrolling isa | 
bit untórtunate, but visually in 
avery other respect, Zyihum has 
no serious downfalis. Playing the 
game soon makes you realise that 
not everything that looks okay 
plays well. Such a pity, after the 
excellent Dynamite Dan Il. " 





COMMENTS 


Control keys: definable 
Joystick: Kempston, Interface 2 
Keyboard play: responsive 

Use of colour: mainly monoc- 
hrome 

Graphics: large and wiry 

Sound: minimal effects 

Skill levels: one 

Screens: scrolling play area 
General rating: Zylhumisagame 
which you may find appealing at 
first, but is frustrating when played 
to any great length 

















Battle for Midway, Battle of Britain, Theatre posopa: ANDNOW- 









- See belowy 
' for full details 
















Command the Afrika. 
Korps vs. Computer 
2 Player game 







TOBRUK, akey 2 Computer] 
port to Medit- . ic 
erranean À rt ne 
strategy and | ' » (extra cable 
vital to any ea required). 
supply in the feio ooo full joystick 










pa E | rol, Phased game 
desert war. | ú esa Optional arcade! 


Against all ti Ty | = aq sequences, Full tank 
odds, by Suiço ps e aáils a e PP” simulator including) 
1942, Field Marshal Rommel hão A o | Driving, Main Gun/ 


á E) Ra 
crashed through the Gazala linê, es! Machine Gun, Resupply 


| | aÃ ER: tal. o E e phase, Mine laving 
taken Tobruk and forced the es Mifting, Air phase| 
British back into Egypt. Are you E fist e including: Ground attack, 

' that good? o TT = Aipto Air, Long range Bombing, 


og” 
o see — > Engineer phase, Green Screen. 








| AMSTRAD SERIES 


Eis O ph option (Amstrad only), 
£9.95 (C) £14.95 (D) e E» Tank recovery/sabotage, Save game, 


- TANK ATTACK TOWN ATTACK 








To receive your FREE DEMONSTRATION TAPE ofthis game and a 
catalogue of our other products, send a self addressed envelope (at least 
1Jicm x 22cm) with a 17p stampto : 

TOBRUK DEMO”, DEPT(C, PSS 452 STONEY STANTON RD, 
| COVENTRY, CV6 5DG. Tel (0203) 667556 
(Offer only available while stocks last). 








SPECTRUM AND CBM VERSIONS AVAILABLE SOON 





umphantfrom-this year's PCW 


aPye eturning weary but tr Lt pg 
add vo Donh stuck here holding the fort in their absence 


| cannot bear crowd ud place 5), 
and some very good letters. 


highly successful sticker campaign 


E | Show Ma hisai * 
style raid's on the EMAP stand ato is the only REAL Girlie Tipster. 


emith and not Melissa Ravenfl 


' aunte WIN, 
Despite the repeated gauntie! poe leaving our very own 


at the end of the day. 'm told that it 


irtie tipster failed to put in an 
pa command of the field 


was CAVG who started id a ay and Thursday which 


with offensive stickers ON the 


threatened to throw mud in Hannah 


tactics | say! Pa 
| However, onto 
one below gets the E20 wort 


IN PRAISE OF THE 
GURU 


Dear Lily, 
Inreply to John Pinkney's letter (ish 
31) Imúst pointoutthat'the Forum 
would not De, without the so-cal- 
led “manners'. OK, so most letters 
in the Forum are moaning ones, 
but when most peop So 
and contented, they don't usually 
make a song and dance about it, 
do they? But when something 
upsets them, ór someone says 
that a thing they enjay is bad or 
rn (no smutty innuendo 
intended), than most people feel 
they should moan about it. Ishould 
know, it's for this reason that I'm 
writing this tetter! Also, does the 
aforementioned (LMLWD) person- 
age realise that he is contradicting 
rima Dy moaning about moan- 
Rg 


“And in reply to Mr P (brain) 
Schofieio, what is wrong with 


— "0 —= 8º Oii 


ARE THEY JOKING!! 


Dear Lloyd, 
ram hoping that you print this letter 
in full with no bits edited as if vou 
Gomt it will mark a sad episode in 
the life of CRASH and you don't 
seam to want to publish any con- 
troverstal letters (which are often 
more interesting). 

| have just been reading Sinelair 
Userwhen, | came across a letter 
Which critises your magazine a 
| great deal, After reading it Helt | 
must immediately write to you and 
put the record straight... 

This letter (in the September 


t3B6 issue) makes mary nidiculous | 


points. First it says Sinclair Liser is 
more readable and amusing than 
CRASH which, it most certainly 
ismtas all Sinclair Users ' Jokes: 


racad ness of the da 
e rom epetmdo sottware for letter of the Month... 





ging mail bag 
Lind myself with a bulging mall bar 
The triumph | mention refers to the 


ira é fere 
where repeated comman 
det clear that Hannah 


the much vaunted CAVG 


ering the Newsfield stand 
s eyes. Typical underhanded 


y—your letters, and this 


women in CRASH? Where would 
CRASH be without the subscriber 
teachings of'GURU' Denise. 
Roberts, the packaging expertise 
of'Aunte Aggie' Carol Kinsey ar 
theeducational reviews of'Brains” 
>setia Moleod? And, Ithinkmany 
readers would agree (including 
Helen aná Sara Bocuoit Lisette 
Menage, Liz Sbames, Sarah Gracé 
that Hannah “Eat your heart out 
Melissa" Smith is im fact BETTER 
than Robin Roger Kean Follower' 


So Lioyd, keep up the moaning. 
letters 


Simon 'moan moan' Salw 
nl ires a, 


What! Me contradict myseif!? im 
rr 
E enty MOS guy, mic às wiy im 
aivina you fhe C20 worth of 
software this month for your splen- 
rr imniinas of all things: =R 


NOGOOD O 
are justTtoolish and immature 
unlike- some óf yours which are 
actually funny. 
lt proceeds to say that Sinclair 
Useris more colourtul and interest- 


ng but, | must complain and state 


that CRASH has as much colouras 
Sinclair User and is definitely more 


| interesting with it, also lasting a 


longer time to read and re-read 
jalso, having 20 or 30 more pages) 
while, Sinciair User just gets 
thrown away. 

This letter carries on... Now it 
says that Sinciair Users reviews 
are Detter than yours but, as any 
sane person must realisa vours are 
alot better, more descriptive of the 
game in question, more detailed 
and longer though you could 
improve this by showing the 
revigwers' initials by the review. 





There's more yet! Apparentiy, 
our letters are written by people 
with IQs less than 75 (not me nor 
most of our other readers), all 
printed by tesnage boys (| don't 
think so!) never say anything 
wortvwhile (somebody's got this 
wrong! Sinclair User's are all stupid 


-andinclude rubbish by the so cal- 


8d leader of the Humanitarian 
Democratic Communist Party! 
That says a lot!) CRASH letters are 
supposed to be unwitty and come 
across as “º [ha ha). 

There's more!! Our clear con- 
tents page and excellentiy drawn 
covers (most of them are good) are 
meant to be unclear and less read- 
able and informativa that theirs 
which is rubbish as Sinciair User 
covers could be drawn up by a 
blind ram in five minutes and the 
contents page is one hell cf à 
mess. 

Also, it comments, Sinclair User 
covers every aspect of computing, 
Dutthis is stupid as most of the 
magazine is adverts and Playing 
Tips which ramble on and have 
ancient pokes which look like 
they're nicked out of back issues 
of CRASH. | bet | could send an 
August CRASH poke and get it 
published in about November's 
Sinclair User One nameless per- 
son even sent the same map oífto 
both magazines. 

CRASH is better than Sinclair 
User in these ways: Better maps 
(not inch high ones), letters, cov- 
ers, reviews, contents, decent 
adventure (even though my classic 
game wasn't reviewed), Tech Tips 
that work, more colour, Lunar Jet- 
man, readability, length, value and 
Playing Tips. 

By the way, good luck to your LM 
magazine which | shall buy and to 
Hannah Smith in her battle with 
inferior C&VG Tipsters. 

This girl letter-writer to Sinclair 
User (her name am tempted to 


print), is the worst traitor since 


Mark Roberts of Ealing all those 


| years ago. She says Sinclair User 


is better value as it is 2p cheaper. 
Now let's see... 

At that rate you'd buy a new 
game in just over 41 years NOT 
counting inflation! She also claims 


| toread SRASH so, lhope she sees 


this and realises her many mis- 


| takes, fl was her Pd go back and 


crawl in a hovel, 

Finally, try and print my letter 
and not just chuck itinthe bin as, it 
contains brilliant valid points and 





| my name's never been in CRASH. 
Michael Sutton (loyal CRASH 
fanatic), Malpas, Cheshire 


vvow, that 5 some anaíysis 
Michael. !'m afraid | must contess 
to hardly ever reading 5 U, sol 
haven't seen this particular letter 
HibetS Udoesn'thave nice gran- 
nies writing in like we do— 12 pear- 
old's indeed. Weill some no doubt 
are, Dut don't forget the average 
reader age is actually 175. The 
next writer also has a few similar 
points to make... 

LM 





CHEAT POKES 
Dear Lloyd, 
Recently while reading Sineitai 
User, | nóticed that some of th 
pores and cheat routines-which 
appear in CRASH also appear in 
Dincigir User, usually a monthor 
Iwo after they appear 
CRASH. A recent example of this 
isthe Green Beretlisting for infinite 
lives which appeared in the June 
issue of CRASH programmed by 
Brian Smyth, the same listing 
turned up in the Sinclair Liser 
August isgue with very sight 
changes (line numbers changed, 
prompi messages changed etc) 
and S Lclaimed that Barry George 
and Mark Bell had written it. Also 
inthe same issue of S Uappeared 
a listing tor Bor which had 
also been copied straight from 
CRASH. They have also copied the 
colour, doubis page reviews which 
CRASH are famous for. Sinclair 
User is not the only magazine 
which copies both style and chest 
1 Er olendears are Your 


Games, but to a lesser extent 
Resp up the good work and keep 


| CRASH the number one magazine 


in the entire word. One word o! 
warning, kegp CRASH originaland 
kegp the humour. a 
Thomas Connolly, Enniscorthy, 


| Co Wexford 


ve no doubt the mags pou men- 
tom couli so CE 
opposite. lhe ) 

Wno fake great deli Ing the 
istings from ane magazine and 
Merttirig in to ane 'ery quickiy as 
though it mas Me 
routine 

very Niti Ceheckir 

tis sort of thing until it's far too 
late, Just another exam apto àf how 


| We sulertorourad...! 


LM 
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Dear Forum, 
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BRING BACK 


CANDY 

Dear Lioyd, 

Iwish Candy would return from his 

new pastures and come back to 

his old job, because | hate Hannah 

Smith. The thought of a woman 

taking over a man's job embarras- 

ses us readers as we think that 

CRASH is such a brilliant 

magazine, but the thing that bugs 

me 1s that us (fabulous) readers 

never get to ses dado Ap of 

vou or anyone else who writes for 

CRASH 

| you make any stupid remarks 
about this letter |l personally Kill 

You, 

Daniel Kydd, Spixworthy, Nor- 

| wich 


Hannah's very keer to get her 
hands on your fulladdress, Daniel! 
After several bouts with Melissa 
| Havenflame, she could take you on 
with both hands tied behind her 
back. Man's job indeed! Hobin 
Candy still pops into the offices 
after colisge some afternoons, but 
he's taking a long sabbatical 
(EMLIV'D) from CRASHing. (Ingi- 
dentally, he thinks Hannah's doing 
Ei job). 


d2 CRASH October 1986 
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MCPSCANDAL OQ 


Dear Lloyd, 
What has happened to dear 
CRASH? | am talking about that 
very disgusting letter YOU 
PRINTED (gasp) by Mr P Schofield 
saying that women are onhy here to 
clear up after men. We're not 
machines you know, we do have a 
mind of our own. 
| wear jewellery, make-up and 

do other feminine things Dut have 
never picked up a pair of Rnitting 
needles in my life. Mr P is living in 
the 19th century: and if he thinks 
women would like to clean up after 
his disgusting selfhe's got ashock 
coming. Has he ever noticed the 
squilions of women authors 
around? Judging by his letter he 
isníttoo intellgctual himself. He is 
also very boring as well as a very 
disgusting male chauvinist pig, 
aa Ritchie, Dalkieth, Midiot- 

ian 


| couldn tagree with you more, 
Clair, but you mustr't be angry with 
me for printing his letter. After all, 
it's got your dander up enough to 
write and refute his chavvinistnon- 
sense! 

LM 





CRASH COMPARISON E WE E 


Dear Lloyd, 
First of all | hava a confession to 
make, | actually buy computer 
magazines other than CRASH. 
Now before you screw this letter 
up and throw dt in the bin please 
read on. 

| have been buying CRASH and 
Sinclair User for over two years 
now, and from time to time | have 
also purchased other mags such 
as Computer & Video Games and 
Your Sinclair What has compelled 
meto write to you is a letter that | 
read in Sinclair Userconceming its 
new look, | states that Sinclair 
User is becoming more colourtul 
and interesting to read and'is over- 
taking CRASH in these respects. 
W'hilst | accept that the magazine 
has improved vastly over the past 


| few months, Lind the statement 


that Sinclair Liser is actually better 
than CRASH very hard to digest. 
The 'New Look” that so many 
magazines have adopted of late — 
te much more colour, bigger 
reviews, plaving dps, greater 
emphasis on games reviews than 
hardware reviews — is not new at 
all. | have seen it in CRASH 


AND NOW 5 SINS... 


4 Neithar s letter 
Re deadly sin 


É o dmg “pls n E pica ” 
0585 SOME OiIis do 


the game E 
OVE R Di Rá ir LT 


on the seven deaoly sir 


s ofArcade games, 


magazine for years now. 

H seems very ironic that mags 
which used to boast that they were 
not just comics, and treat them- 
selves very serousiy have now 
adopted the 'CRASH Look". 
would appear that these mags 
have at last realised that although 
the humbla Spectrum can be used 


| for many serious applications, the 


principal use of the computer is in 
games playing. 

Keep up the good work CRASH, 
and although | will continue to buy 
other computer mags yours is still 
the best. 

Andrew Thorpe, Sheffield, 5 
Torks 


Thank you for the kind comments, 
Andrew. It has been interesting for 
us up here in the uilds of Shrop- 
shire to watch other publications 
follow CRASH's lead. im not try- 
ing to suggest that we are all bril- 
iantiycisver or anything fcos we're 
not really), all we did at the outsel 
was look af the market and realise 
nó-gne was taking games as seri- 
Er v as they deserveo, 
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| Living on the edge of an 
| eternal galaxy battling with 


| 


opponents who seem to be 
reading your mind, you are 
about to captain your ship | 
fhrough one of the great 
edge-of-your seat adven- 
tures of the 35th Century 


| ESTAR 


captain of the Psi-5 Trading 
Company; because, need- 


| less to say, these marqud- 
| ers are not going to take 


too kindly to any last ditch | 


efforis to spoil their lifile 
intergallactic carnage. 

50, If you're ripe for a stifí 
challenge and feel comfort- 


Freighter Captain, your ship 
just came in. 


| Choose your crew care- 


AMSTRAD DISK £I4.95 
* CASSETTE 995 
SPECTRUM4Sk €£7.95 | 


Sifting on a mother lode of 
richmining deposits,anew 
quadrant called the Parvin 
Frontier isamecca for seti- 
lers; entrepreneurs on both 
sides of the law; and some 
of the worst scum in the 
Universe. 


These space carrions have 
been fhe scourge of the 
shipping lanes; and as 
things stand now they are 
on the brink of starving out 


| the entire quadrant and 


holding if hostage. 
No wonder the inhabitants 


of the Parvin Frontier will 
pay almostanythingto any- 
one who can get through to 
them witha freight ship full 
ofsupplies from the outside 


| wortd. 
' Butif's a tall order to fill, 
| even for the experienced 


inn 
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PSPSTEAAS 


fully. For 10 years Al Zott 
has been shooting enemy 
attack cruisers to smither- 
eens, but will his hot temper 


| beyour final undoing? Your 
able in the role of Space | ; 9 


choice for weapons expert 
is critical. You have q wealth 
of talent to choose from: 


| the heat of the battle? 


As coptain of the Space 
Freighter, you must cons- 


tantly delegate authority | 


ihroughout the mission. 
With space outlaws on the 


| horizon, what do you repair 
| first—the defence shields 


but willyour pick hold upin | oryour weapons? 


e Keyboard or 
Joystick Controlled 
e Choice of 
opecialist Crew 
e Inter-ship video link 
e External view port 
e On board Computer 
e Navigational 
Cockpit 
e Superb weaponry 


Uni 30, The Porkire Indusirial Centre 
Heneoge street, Beminghom E7 4Lr 
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US Gold American Software 
Unit 2 and 3 Holtord Way 
Holford 

Birmingham 


Dear CRASH E! 
E grid CUP Learrina e <tmmer ot 1985. Our intention mas 
al computer entertainmentbui 


A NICE GRANNY WRITES... 


Dear Lloyd Mangram, 

The June issue of CRASH Forum contained a letter from a lady and you 
asked for any other ladies to write into you, Well [am a Granny and enjoy 
CRASH mag and of course Forum. My children are much quicker than | am, 
but mygrandehildren 10, in all, also enjoy trying to do the games which teach 
tham patience and skill. 

As a warden of elderly people | found | stayed at home much more, so 
decided | would teach myself the Computer and it has given many hours of 
fun. Myageis51 and though notold yet, itdoes surprise many people when 
se Em going to play with Monty Mole, Popeye or my favourite Chuckie Egg. 

hank you for your news pages in CRASH, it's a super mag and explains 
so well that you seem to know what you are buying. 

Chesrs for now 
Joyce Smith, Upton, Poole, Dorset 


Nice to hear from you Joyce (did you know they named a computer afler you 
— Well they dia, well done), Perhaps you should try out some adventure 
Rr you might find you re quicker than pour grandchildren on them! 


INO MOAN AREA 
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O Dear Lloyd, 


The nation is in a State of Panic 
and wiy'? (As if you didn't know). 
Yes its true Sir Clive Sinclair is out 
of the home computer market (in- 
dustry). And no one cares. Weill lat 
me just tell you about Uncle Clive. 


o 
natal theexceltent rept 
| E Ri , 


à 1 ip] 
tstion it has earmed with Speco 
Ejte ho, no 


O SIR CLIVE RETROSPECTIVE 


happen. Even good old CRASH 
wouldn't be around. Sir Clive 
Sinclair may not have been a great 
business man but he is à computer 
genius and no one can question 
that, Sir Clive Sinclair may be gone 
for good, but he will live on for ever 


Q !n 1980 the worid saw the launch in the heart of my Spectrum. 
of Sinclair's first computer — the There will never be another com- 
£X80. Then within 2 monthsofthe.  puter like the Spectrum: 


happy event the ZXB1 was 
launched, but this was only the 
beginning of a great era. With this 
Clive produced his ace in 1982 and 
what an ace the Spectrum is. By 
doing this he had created the 
Ertish home computer market. 
Just think, f Clive hadnt made his 
move Commodore 64s would still 
be selling for £350.00. Amstrad 
might still have been mucking 
about with Hi-Fi and | would Have 
sat around waiting for a miracle to 
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Richard Hargreaves, Owismoor, 
Camberiey 


flo be spoken to the strains of 
Land ofHope and Glory) 


!don't think anyone would deny 


the truth of what you say. Richard. 
As to whether Sir Clive is gone for 
good is another matter — he's 
bounced back time and time 
again, perhaps hes got another 
e up his sigéve. Who knows ? 





| Dear Lloyd, 
No Em not writing to complain 
about the fall and rise of Ultimate, 
Or to winge about the price of 
software, or rabbit on about 
software piracy. And no Em not 
going to moan about my CRASH 
armving in like second post (or even 
later!!!) ortry and stop poor games 
being revigwed, or complain about 
games being late for release, or 
about Ol's artwork. And ['m not 
going to write a stupid male 
chauvanist letter. I'm not even 
going to complain about the 'dis- 
| gusting pictures scattered 
through CRASH and from now on 
ifeveryone thought this before 
they wrote a letter to the Forum it 





would brighten up without the 


need for bug box (yuc!). Stop using 


Forum as a moaning column. 
Jo O'Donovan, Croydon, Surrey 


Tõo night, do. You tell em. How 
about some really constructive let- 
ters fora change? Ali this moaning 
and groaning is beginning to give 
mea complex, and vou know what 
happens when | get a complex, | 
get mad and nude and (what was 
the word some nurd used a few 
months back, ah pes —) FLIP- 
FANT. And al! that does is cause 
more moans. Ah well, such is life 


LM 




















doubtiess!y sil of it dowenhill! 
O Lu 


FMAGAME! E E EREEENHENHE E 


Dear CRASH, 
lamone of the unfortunate tesnagers who have just taken their O Level/CSE 
exams this summer with whom Robin Grant'so kindhy sympathised in the 
August issue, 

yway, a few days ago | was playing Pentagram when it suddenly 
dawned on me that my life is slowly transtorming into a plot devised by Ulti- 
mata in a typical adventure game oftheirs. You know the plot — evilspreads 
over a kingdom and poor old Sabre Man has to risk life and limb trying to 
pisce a Pentagram or a similar item together in order to bring happiness and 
joy back to the ill-fortuned kingdom which darkness and evilhas possessed 
for the time being. 

This plot roughhy resembles the unfortunate situation that | have found 
myself in. My mum has warmed me that f | don't get a certain amount ot O 
Level passes then my faithful cá wii be banished to the loft while | am 
forced to do retakes. What's more all my copies of CRASH, plus my future 
subscribed issues, will be following my ill-fated Speccy into the dark realms 
ofthe loftas well. This, of course, will bring gloom and despair to life as |know 


0 YOU see, in my case, a number of good exam results have to be col- 
lected in order to ensure future happiness and joy in my life otherwise evil 
consequences will prevail. Sabre Man does have an advantage over me 
because he can have as many goes as he likes in order to achieve his target 
butas for me, only have the one chance. Hannah Smith's Playing Tips could 
probably help Sabre Man out, ifhis lite gets that little bittoo dangerous in hiz 
adventurina, but there is no way she could help me out on this one, 

So its 'cheerio' from me folks, if my luck runs out which there is a pretty 
good chance that it will, | would probably be of some consotation to me to 
see this letter printed in your great magazine because the September Issue 
Of CRASH could be my last CRASH for quite a long time and it would be 
pleasing to see this letter printed somewhere in its Forum. 

E Andrew Callaghan (16), Forest Hill, London 


O What an absoluta!y horrific taie. Tell pour mum that if she does anything of 
the sort Huse al my influence with the Ludlow mafia to get them to change 


O hermind. msure you've had pour results long ago by now, and we allhope 


they were good Incidentally, Robin Candy proved to be a real clever boots 
by getting loads ofO levels. [always knew that boy would go a long wavand 
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Dear Lloyd, 

mo Is there à Welsh CRASH? Having 
bought the August edition in 
Derby | took it on holiday. 

When | returned my friend had 
bought the same edition but he 
had Dought his copy when, 'Gad- 
z00kS! cried my friend, as we 
turned to page 83 'OnThe Screen'. 

dai In the bottom left-hand corner of 
the page-was the scrsen dump Of 
the castle courtyard. This was col- 
bured pink and purple. So what? 
You cry 

Weill, after a quick cycle round to 
myfriend's house, he produced his 
LRASH and Yes! The castle cour- 
Iyard in his edition was indeed yel- 
low and green! 





(O REGIONAL EDITIONS? 


50, |5 there a Welsh CRASH? We 
demand an explanation! 
M Edwards and R Powell, Bar- 
row-On-Trent, Derby 


Vie think pourre joly lucky it's like 
having a rare, wrongiy printed 
stamp! No, there's no Heish edi- 
ton oFCRASA, what's probably 
happened is that vou have one of 
those very few copies that get out 
when the printer changes paper 
roiis in mid-run. À few get slightly 
ruined, for a second or so itcan 
take the printing plates to get the 
ink balance correct again result- 
ing, here and there, in some odd 


colour combinations. 
LM Õ 


SGraemea Kidd's BO gottoo much 


dy then Gary Liddon and now vou! Are 


4 Hal tha new staff are like Hanna 


|] WHERE HAVE ALL THE PEOPLE GONE? 
; Cear Liovyd, 


h Smith vou 


plants from me ishe can wrestie-with me any time Kris 
Si IME St HA) remarks, onto somethinc 


s great, his inane 'Fearand L 


egdinag il 


ratulate CRASH on introducinga | 


was in danger of dying o 
AINSIISSdiodearnd 7 


dnencenh 
rum No E 
irontlinaers are in the minority there 
Otherwise you're gonna have a rev 
aboul that outburst but people really 
ouhave to do to make CRASH p 


dathing isace event Em nona the 
PEBM game section to tha 
arrasa ; 

ator to be ema 


SÓ better watchoutcos 
| | 


sterton for having to 
ohields (Frontiine 
oid of him, Justicos 
p frontiine. 
on your hands matey (sorry 
ot 


rtp 





nting and put the reviêwers Initials afte É 
ot-Hannak Smith wouldn't be a bad idea (simple to please aren't yr? 
Mark Frewell, Boughton, Notts 


pinupposter 


LTTE [ud CHORE am HF amnana Jia a Thai f "é Eigt B TONE rm Wii 


alicoto gia le] 


ic de ID PROHA 


tunginto his Doc Martens. Funnyithing lie, 
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THE ULTIMATE PRAISEY VW vv vw y 


1 am sick and tired of reading people praise and slag off Ultimate every 


month. |myself was a true Ultimate fan up until the release of Pentagram. 
This game was a complete waste of money it's exactly the same as every- 
ii irfaultthatonce great 


thing else around at the moment. However, itisnot | - 
and way ahead ofthe rest, they have fallen into a slump, and ifthey truly are 
great they will racover, 


Hhink peopie should stop going on about Ultimate and take more notice 


of Odin for in my view they ara the leading software house in the country. 


- Imusthowever, thank you for telling us about the Loki belna pure rubbish 


for this is one relisved 128K owner. 
PS You had better publish this or "Il kesp writing until you do. 


[ve printedit— so stop writing. No !don'tmesrthat — honest. Umnat sura 


gaia agree with you, However. Whal-do other CRASH readers think? 





FOOTBALL MANAGEMENT STRATEGY GAMES 
from E & J SOFTWARE 





3 quality football games for serious enthusiesta. Each game uses the full available 
memory of your Spectrum or Spectrum+ and la packed with genuinea features. 


PREMIER LEAGUE 


OUR COMPREHENSIVE AND EXCITING LEAGUE GAME — FEATURES INCLUDE: 

Training, Team Selection, Substitutes, Hali-Time Scores, Full Squad Details, Names 

Goal Scorers, Taam Styles, Save Game, Financial Problems, 5 Skill Levels, Transfer 
Markat, Injuries, Continuing Seasons, Printer Option, PLUS MANY MORE! 


EUROPEAN TROPHY 


à SUPERE EUROPEAN COMPETITION STYLE GAME WITH THESE FEATURES: Home 

& Away Logs, Away Goals Count Double, 2 Substitutes Allowed, Extra Time, Prnabty 

Shoot-Outs (with sudden death), Mateh Injunes, injury Time, Match Penalties, 5 Skid 

Levels. Pre-Match Reports, Tsam Selection, Mamed Goa! Scorers, Save Gama, Printer 
Option, PLUS MANY MORE! 


* x dr SPECIAL FEATURE k dk 
Transfer your PREMIER LEAGUE winning side into 
ELROPEAN TROPHY 
Both these games can be played separately or as COMPANION GAMES 
dr dr dk Games 25.25 each de dr dr 
SPECIAL TWIN PRESENTATION PACK OF BOTH GAMES AVAILABLE AT ONLY 9.05 


and now! WORLD CHAMPIONS 


An exciting World Cup Football Management simulation taking you from tha first warm- 
up friendhes through the qualifving stages, Tour Matches and onto the finals. LOOK AT 
THESE FEATURES] Select Taam fróm Squad 0f 25, Pre-Matek Team News. Disciplinary 
Taba, Full Results List, Mateh cam temp Change Pi Or Toam Name, Loague 
Tabtas, 7 Ski Levels, Save à, Printer Option, PLUS MANY MORE! 
WORLO CHAMPIONS features à superb comprahensive taxt match simulation includ- 
ing the following: Match Timer, Named Goal Scorers, Goal Times, Corners, Fros Kicks, 


injuries, Bookings, Penaíties, Sending OM, injury Time, Extra Time, Panalty Shogt-Dur. 
ALL THIS ATTHE UNBEN TA É VALUE OF E8.,95 d 


All quinas now in stock for immediste despateh — order pour 
copies now! 


FANTASTIC VALUE - ORDER ALL THREE 
GAMES FOR ONLY £ 15.95 

Al prices include postage and packing jadd ELO outside UM). dai 
sbia by mail order omiy, 

E & J SOFTWARE, Room 3, 

37 Westmoor Road, Enfield, Middx, EN3 FLE 


48k SPECTRUM 
Fed up with ordinary fruit machine games? 
“ NOW & 
A fruit machine simulation with the most up-to-date features, 
sound and graphics 


FRUIT 2010 


+ For fruit machine experts to fun players 
* The most advanced and realistic fruit machine simulation 


FEATURES: Real reais - Gold Rush = Rouletta-style-gamble — E 100 jackpot 
= Holds — easy keys — N cr a = HiGH-speed Spinning Reais = Save Down = 
Large Graphics - Mystery Box — LISES ALL 48K = 12 different fruits — super 
sound — Cash Run — MULTIPLE ODDS — multi-colour — MAX. NUDGES = 
Number board 
PLUS LOTS MORE 


Please send £ 6.95 which includes P& P 
Cheques or PO, to— 
SSWARE (CR), 646 London Road, Westelifl, Essex SS0 HW 
FUR FAST DELIVERY 


Software from ROSSWARE 
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dinda RULES KAYOED 


Dear Lloyd, 

Letmeintroduce myself. My name 

is Geraint Jones and |am 

dent of the Hunter S Minson fan 
club. Ca e Fte paço 





e vay to Norolk to Segk vou out. 
Evan now two stretched 
limousines escorted by a fleet 

Fera ani Lanbergiia narbe 





onte il alba ra 
Cc fis 
torso into a vat of Bloody M 

Such ho fato ofthoso wo — 





doesn't: note quibe fair 
Sae Edna ne 





IL. Doe try to geito Ludiomm aa 
m 
Ra 


' sesad voir mind ss ue 
à ie gy rey ana 
i kngecaps broken. 

nie Ti dd 


le, L 
dr to cai 





Rseliha Or Tan ay tl about 

the great man becausetho 
few times [ve bumped into him | 
doa a 








Dear Lioyd, 
Hhinkthe opinion voiced inthe ot. 
ter written by JA Attwood, from 
Norwich was in itself excessivo, 
Pie poglraid a As 
ngajob a 

Endpndst he paints a colourful 

picture of life behind the scenes in 


000000000000000000 


HANNAH HAS 
GREAT TIPS 


Dear Lloyd, 
Does Hannah Smith have breasts 
thesize otSamantha Fo 
as thin as Duchess Fergie's and 
buttocks the size of Anneka 
Rice's? 

HE notthen why is this beautiful 
body displayed on the. cover of 


E E ES 
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the computer world. 


IF JA Attwood thinks that Hunter 


S Minson's behaviour is shghtly 


below par atlauniches | an assuré 
him thai he is not the only one to 
behave in this manner. | know two 
or three journalists and from what! 
sus giseniad from them Hunter 
lã is akitten compared to 


 tsaliar ofa free reed blba 





exercised, and the articles of men 
dh Fut: shi De esGimn 





Dear Lloyd 

ud is id Senna view gn Minson's Col- 
rito because sd pd id e 
wherever he goss (games 

sunches ato or gameslunchasas 


dp nothing else like! this col- 
umnin other rags so, well dona 
E ind Pi 
magazine 
CAN Wiod Green | London 


And... 


Dear Ltoyd, 
Dom'tsack John Minson. 
Alex Marsh, Billericay, Essex 


És and again. ca 


Dear Liovd 
Mr Minson can relax because | 
am certainly a fan ofhis. His col- 
umn is entertaining, pe bg A 


“ andapieceo 
nalism. Em aro HAS cmi 


not going to encourage any 
younger readers to go, put and 
Psiu ab rã Come on 

oniy a bit of fun and 
bra Polo dido ij 
about? 


AndiookatT'zer in FS. Her col- 
umn's written in similar style and 
nobody complains about her. 


Issue 317 
tours drodingly, 
Peter Reid, Dunfermline, Fife 


His ail E UE, re ter ana , she e much 


battle of the sro) 
S lar te | ê by Di; as tering ne Naws at 


Dear Lloyd, 

| happened to read JA Attwosd's: 
latter on the excellent column by. 
Hunter S Minson. cart tellyou 
how ambarrassed | am 


utterty to 
liva in Norwich. [find it embarras- 
sing that JA Attwood should be so 
pad ndiroed ear 


| continus 
with the column and not be puto 






Ms LR mn E 


To JAAtiNOCd and CH Evans — 
Paws of Hunter 5 Minson! The . 

Faar and Loathin pedem Ras 
sn pago atum io d 


ous and weil dna ss dd 
tics, if you want to read serious 
news tum to the news pages of 
CRASH, Mr Minson is 9bviousiy 
CRASH's answer to Nigel Demps- 
ter, with pa ont eia Loathing being 
the CHASH Diary More free: 
lunchos and liquid ones too to his 


Phi PE Sudbury — right 





“but what's this!? 


Dear Lloyd, 

Iywill putmy pointo? view dana 
S Minson's 'Fagr and Lo qo 
cdi debe et After reading his 


to myself, what 
was all that about? Reading It 
de Non dl had hardiy an 
eita aid amp 














rela stand in 
Mi ua ir your Ey 





| trying to get me to talk to a “very 


HELP AN ADDICT | 
Dear Lloyd, 
Iwrite this letter because no-one | 
glsehas doneit, Someone's gotto 
be firat, it might as well bs me. 
You see | am addicted to compu- 
ter magazines. Well that's not too 
serious you might think, but & is | 
driving me nuts. | read CRASH, 
Sinclair User, Four Computer, 
Computer & Video Games and 
about six Dutch magazines you E; 
have never heard of. | hardly ever | 
read anything else. There isn't 
time! As soon as | have finished o 
reading through one load of 
magazines the next load appears, | 
My greatest fear inlife is that | miss 
one issue of a magazine. | read 
them long before | even owned a 
opectrum, yes | do own one now, 
but playing games? Hah! Even if 
would have any money left to buy 
programs | probably wouldn't | 
know what to buy: | am spoiled for 
Choice: Smashes, Star Games, | 
Classics etc, all of them programs | 
no selt-respecting Spectrum 
owner should be without. Weil, | 
am! 
My family have been very under- 
standing, but right now they are 


k 





A da entleman”, You've quessed 
nink. 

So here's soma advice to all of 
your readers out there: stick to one 
magazine (CRASH is not a bad 
Choice), or you could end up like * 
me, You wouldn't want that to hap- Q 
pen, would you? 

Michel van Staveren, 1012VH 
Amsterdam, The Netherlands e 


Perhaps you should look at it the 


other way Michel, that lt is the 

others who are mad and you who 

is sane. The Dutch are enormous 
magazine readers anyway (pity tha 

British aren't the same!) and you 

may just be suffering a slightly 

advanced condition of being 

Dutch. lfyou want to put your 

"shrink' off, just ask him for a read- 

ing hist of international! psychology 
magazines... | 
LM | 


THOUGHT THIS | 
WAS A NO-MOAN | 


AREA? o 
Dear (Urgh!) Lioydy Poos, | 
Don'tread this smelly old piece of Ê | 
paper cos its totally meaningless, 

Moan 1, Don't let pufls like Mr P 
Schofield write a load of sexist : 
crap like the stuff you printed on 
page 35 of August issue, Most 
females are human except for my 
sister (Hello Lindsey) and her | 
friend (Hello Batie) who isa distant 
relative of the cherry (her nose is a ] 
cherry). 

Moan 2. This has nothing to do 
with computers or CRASH. Would ! 
you please tell my cat to use the 
garden and not my bed for a cat's 
duties. 

Moan 3. Have longer revigws 
and the reviewers name after every 
comment. 

Moan 4. Killthe Ed, Graeme 


| 





| Kidd, Robin Candy and yourself” 4 1 Minornties. 
| and send me Hannah Smith's Peter Shields in the Froniline 
(bissy kissy) address. Also killthe. À Forum says the Frontline and other 
pervy who onhy gave Pyracursea | minorities should be finished, This 
one page review and 88% for dd is not good. The different parts of 
incpnio it deserves atleast95%. . the magazine is what makes it 
ust lurve them zombies wiv the da interesting. Finishing them would 

a driven through their hearts. A make it ali the same and make a 

Moan 5. Don't print my address esp fios eterno si? 
cosidon'twantMr P Schofinessle | Games 
writing to me to complain, | The reviews of budget games is 
Remember to send me Smithie's stupido! Why does the price of the 
address and give her mine. Er hardly affect the "Value for 
Paul Rocball, East Ham, London ney' score? Example: Pooder, 
ota overall 54%, value onhy 58%. 

3. Manngramm 

What does he think he is mak- 
ing?? He never answers lhe seri- 
ous letters seriousby but is getting 


Hannah is very flattered you want 

her address but untortunately she 
has no home to go to, slgeping and 
working at her computer Other- 


wise youre nght, | never should angry on the joking letters, eg the 
have read this smeily bit of paper Girite Takgover lettor, issue 31. 
LM Eq Sds gg aa ia Rd 

edoes not exist, Lam thinkingits 
A SPANISH VIEW better if he did not. 


4. Fear and Loathing 


Dear Lloyd, What is all this moaning about 
lama iByearold Spanishboyand a Minson? He is the best thing in 
| have been reading CRASH for 18 E CRASH 
months. | have many friends who La saluda atentamente, 
read CRASH and we thinkiítis very e Miguel Martinez, Girona, 
00d. | saw the issue 31 which my E Espana 


glish penfriend buys and | have 
some points to make: Point3 neariy got your letter in the 
E waste paper bin, young dd 
gent. How dare you cast a 
sions on my abilities. |, Lloyd Man- 
gram (pisase note the English spel- 
ing), am what makes CRASH what 
fis, you dont mind. As for that 
brightiy coloured Hawaiian but- 
terfiy of a róving journalist called 
Minson — mell you can have the 
kneecãos back — so thera. 
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A RUN DOWN 


Dear Lloyd, 
Have no tear, Lloyd, Lam not writing to say that I'm a male chauvinist pig 
(cause Fm not). 

No indeed, [write to congratulate you and thank you for an excellent 
magazine, that has kept me enthralled enough to pay a pound each month | 
for the last two years and to write this letter. 

Yetlam saddened at the loss of Robin Candy and Robin Candy's Playing 

Tips, which he brought from puke to pokes (as the saying goes). But wait, let 
us not talk about this Nou ng attractive new tipster by the name of Hannah 
Smith who has saved Playing Tips and what a great job she has done fitas 
well and hopefulhy she wi do itto the highest standard in the future, | 

lalso congratulate you on the PBM mailbox and what a great job Brendon | 
Karanagh has done ofit. 

Allthe other regulars are Brill as well, Merely Mangram, SM's Frontline, 
DB's Adventure Trail, Forum, Tech Niche, Lunar Jetman (how about Termi- 
nai Man If) to name but a few. And every one deserves a round of appiause 
Oh res! And a specialthanks to Graeme Kidd (May his Doctor Marten Boots 
reign the carpets Of CRASH for many a year to come). 

eil Cameron Pound to keep up the good work because his photos com- 
pliment the reviews like Laurel and Hardy compliment each other. 
S Davies, Rhondda, Mid Glamorgan 


Graeme's boots have certainly ruined over tha carpets of CRASH for some 
time now. Hate to think what his bigger ones are going to do to the lush, 
hotel-quality pie. Actually, "d better be good now that he's turned into 
another Power That Be's. (Have you noticed how many times ve been pas- 
sed over in the promotion stakes. Just as well 'm not the sort to moan and 
ERA 


: o Da 


And talking of recharging batteries, It's time to re place the cracked 
leather dustcover of my Hermes, uniock the chains from the old bicyele, 
and wend wearily off up the hillto Mangram View Cottage while the row- 
Her elements of the team like Michael 'Skippy' Dunn and Ben (ldidn't 
getto bed until 6 in the morning last night) Stone join Greyboots Kidd, 
carpet scourge and bigger than ever bossy boots and Hannah (Flamed 
outthe Raving Dame) Smith in the local hostelry they refer to as the Pig 
and Balibearings iwould you drink in a place with a name like that)? | 
wouldn't — thaf's why P'm offhome. sea you next month. 
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PROGRAMMED BY TEACHERS. 


|Kis interesting to see that my favourite programs this month 
| were designed, written and produced by practising teachers. 
| Andy Watson in Aberdeen and Bill Elliot in Plymouth, have 

both become aware that much of the educational software 
| onthe market is not really what teachers in schools are look- 

ing for, and so have come up with their own products. If you 
| expect these to be amateurish, you'd be wrong — Expose 
and Nighitmare/Potholer are both extremely professional pac- 
| kages which have been thoroughly tested in the classroom. 


“Hike Nightmare because of all the different monsters in it like the 
Number Gumber who knocks you for sie” 


Ben Davey 


“Every time you got killed by monsters you just couldn't wait until your 
next go to find out what would happen next." Simon Rash 


"Nightmare hasa lot ofriddles and lats of aifferent monsters. This game 


is very interesting for peopie with an imagination." 


Carl Bates 


NIGHTMARE and 
POTHOLER 


Producer: Southway 
software 

Retail Price: £6 

Age range: 7 


Both of the programs on this cas: 
Sette were written by W H Elliot,a 
teacher at Southway Jumior 
ochoo in Piymouth, To solve the 
problem Of lack of ijunds for 
software purçhase. most 6f the 
profits from the sale O! Nighimare 
and Potholer go straght into 
schoo! funds. The programs arte 
specially structured for classroom 
use -wilh groups of chitdren, and 
the screan text direois the Children 


towards a var VErDy ofacivites 


| Nightmare is an adventure game 
Wm whiich, the children have to 
rescue Princess Pru who is being 
held captve by Naughty Nora 
ArMter visitinog a tew locations. the 


piavers are given a-tlask to -com- 


| pigie. lasxs include creative ri 


ng -- descripiorns of the castie 
using words such as batliements 
sinester, portculhs and drawbridoe 
| art work, solving codes, number 
| activitos. and even research to 
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find out the capital ciesof France, 
Turkey and Portugal. The idea Is 
thal each group of chidren will 
work at its own pace. and w 
ida relativelyshon time atihe 
computerbetore going OH te-com- 
plete an assignment 
| The game |s extremely emoy 
| able, and the colouriul graphics 
hoid the players attention. In both 
ot the games. note-taking skills 
pay animportant role. In Potholter 
e instance, the adventurers have 
torescue their frends yhoare long 
overdue from a caving expediten 
using th the following equipment 
a rucksaçk contamina food, Dal- 
tenes, clothes anda first-aid kit a 
Emite with many biades; an electric 
iâamprasom rope; altfejackel and 
a small apade. One of the first 
tasks in thus game is to work out 
How tocross ver a stream without 
getting the rucksacks wet, anda 
later problem has vou worang cul 
how toget! through a lona passage 
which ds tdo narrow dó crawi 
through wearnng them, Problems 
such as these are superb for get- 
rg ciidrem tô think and ta is- 


| Cuss nei ideas will each other. 


Andy Watson has been interested for many years in the | 
potential of the computer in the classroom, andas ateacher | 
of English, and more recently, working with remedial chil- | 
dren, he has built up tremendous expertise in his field. Bill 
Elliot also, has reaped the benefits of his computing know- 
ledge. Seventeen out of his class of twenty-eight children at 
Southway Junior School own Spectrums, and indeed, are 
avid readers of CRASH. Over to them for their comments on 
Potholer and Nightmare: 


“Pothole isa game for ali the family It is well put together and is a long 
games. 


Sarah Green 
“His 900d how you have to work out plans to get over a river and tryto 
rescue vour friends." 
Steven Morris 
“ibid when thecomputer gives you funny remarks, then when you gel 
clues, that is when pour brain has to work." 
Jason Rowe 


Leito dt) 


Time to choose: to go left or to go right, that is the question in 
Potholer 


This adventure offers a wide | the indlusion ota code chtainabio | 
scope for art work, as the groups | ftom the teacher on successtul 
have to produce, for example, | completion of an assignment. 
cave paintings of strange animais. | which would allow the children 


| NH ithe players complete their mis- nmimechate access to the appros- | 


son sutcesstully they areanvited | natepomtin the game. 
to appear on television to teil their 5 
story 

| thought that both Nightmare , COMMENT. 3 
and. Potfholer were marvelious 
programs for use both in the cias- | Control keys: kept simple tor 
sroomandathome. Theonlyreser- | voung children to operate 
vabion | have |5 that alter compiet- | Keyboard play: good 
ng gach task away from the com- | Graphics: excellent 
puter the players have to start at | Use of colour: eve-catching 
tha begmning of the game agam | General rating: Both qames are 
and work quickly through umbil tres outstanding example s ofeduca- 
reach the point where they lefr.of tional adventure programs: Don't 


| This-coutd have been avoded by | missthem! 





| 
| 


Producer; Key Software 
Retail Price: E4 

Age Range: Designed with 
the 10-14 age group in 
mind, but can be adapted 
to suit any child who can 
read, 


Every primary school and every 
secondary English depariment 


| dught to Invest Ina copy of this 


program, The wnter, An dy Watson, 
sateaçher ofchildren wilhspecial 


iearming needs and he has devised | 


this program especially to help 
children with their language 
development, particulariy with the 
Skils which are essential for fluent 
reading and comprehension: 

The program contains a wide 
selection of passages in which all 
the lower case letters have been 
reptaced by blanks. The player can 
use 2 variety of methods to recon 
struct the whole text using know 
ledge of spelling and comprehen- 
sonto predict words and phrases 
There are d6 passages to chose 
from, loaded in groups ofnine, and 
these cover a variety-of interesting 
topies from fiction and non-fiction 
sources, vihnen the main menu 
appears, lhe user caná choose 
Instruchons, Flay game, Create 
text, or End 

The inslruchons detail the keys 
to use, outlining the differences 
betwgen those for the Spectrum 
and for tha spectrum Plus, À very 
nice feature is that the plaver can 
select the normal Spectrum 
Wpslace or a clearer redesigned 
typeface. When plavino the game, 
the passage with bianks 15 dis- 
played, together with a starting 
see of 20 anda bonus which can 
range-from O te 100 

The player then has 4 options 

Buy a letter, which reduces the 
score and bonus but has the 
advantage Of revealing all 
instances of a given letter, Guess 
allows lhe player to type na letter 
or group of letters which cannot 
molude any existing displayed lét- 


ters — If the Guess Is correct, all 
the instances of the letters in the 
Guess are displayed and the score 
Is. incigased. Type is similar to 
Guess, but this time if the player is 
correct, the other instances of the 
letters are not displayed, but the 
advantage of this option is that, 
unlke Guess, the bonus is pol 
reduced. In order to obtain a High 
score, the user has to balance the 
advantages and disadvantages of 
the various options. The Help 
option reveals the letters that have 
previpusty been bought or cor 
rectly quessed. This game format 
makes the program interesting 
and enjoyable fór children, mork- 
ng enher individually or in small 
groups. 

The Create Text option is invalu- 
able tor teachers who can einlher 
alter an existing passage, or cam 
create an entirely new one, The 
instructions are so clear in fact, 
that pupils themselves could 
create passages for olhers to try. 
The need for cormect spelling 
would then be immediately relev- 
ant for them. Expose comes com- 
plate with a detailed manual outlin- 
ing the aims and objectives of the 
game, anda full program descrp- 
ton, There area number of prog- 
rams on thê market based on the 
same idea, Dul this is by far the 
best |) have seen. Send off for dl 
now to Andy Watson, Key 
Software, 33 Hilton Street, Aber- 
deen ABP 307. 


COMMENTS 


Control keys: clearhy described 
onthe screen and easy forchildren 
to Operate 

Keyboard play: q000 

Graphics: none 

Use of colour: kept simple so as 
not to distract 

General rating: An excellent, pro- 
fessional program with à number 
of user-friend!y features suchas 


STARTER 
WORDSPLITS AND 


extensive error-trapping and clear 


screen layout witha choice of 

lIypetaces. |t has been thoroughly 
tredoutinschoo!s, and atonly Ed 
this 15 a program which everyone 
can afford. Highly recommended! 


Trying to buitd up a purple passage of prose by guessing or 
buying letters to Fill the gaps. Expose is the name of tho game 
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JUNIOR 


WORDSPLITS 


Producer: Sulis 

Retail Price: ET95 each 
Age Range: Starter 
Wordsplits 4-B years; 
Junior Wordsplits 8-11 
years. 


Both of these programs are aimed 
atimproving word recognition and 
speiling by matching up. two 
halves of words. In Starter 
Vordspiits, there are 14 different 
categóries to choose from, such 
as Sounds, Movement, Animais, 
Nature and People. Each category 
has 18 words to be completed — 
more than enough to hold a young 
child's interest. The word ending 
appears On the night ol the screen, 
and can be brought in line with its 
beginning Dy using keys 7 lupjand 
E (down Te make the two halves 
join up, the child must press &. 
Junior Wordsolis is a more 
difficult version of thê same game, 
and you can choose lo practise 


| 


beginnings such as tonfore'four 
and des(dis or endings like — ary/- 
eryi-ory and -ance'-ence/-ense, 
Each game begins in black and 
white, with colour being intro- 
duced for each correct answer. 
With cach completion of a section 
the time taken is given. The prog- 
rams are easy to operate and use- 
fulin their own way, But | would like 


to have seen a more imaginative | 


in Starter 
molrvate the 


use. of graphics 
Wordsplts to 
younger children. 


COMMENTS 


Control keys: 7 to move vp, 6 to 
move down, Sto make the word 
Keyboard play: quod 

Graphics: very limited 

Usgof colour: builds vp from 
black and white at the start 
General rating: Usetulina limited 
Nay: Dul rather unimaginative. 


Splitting words to do with movement in Wordsplits. Cam, our 
photographer, is not famed for his movement — wonder mriiy 
he chose this particular screen to snap? 


THE GRAMMAR 


TREE 


Verbs and Adverbs 


Producer: Sulis 
Retail Price: £10.95 
Age Range: 13 


Verbs and Adverbs is the second 
of a triogy of Grammar Tree prog- 
ram, tne others Being Nouns and 
Adiscives and Sentences. Al 
tres are itended as a popular 
learning kit for “anyone who 
wants to organise all those halffor- 
gonten Dits of information about 


| basic gramimar into a straight for 


ward, cohesive system of gram- 
mar 

Aithough the. accompanvina 
bookiet gives information about 
correciness', the screen text mis- 
speiis the word “beginning, and 
the booklet includes a sentence 
which is -grammatically incormect! 
Whenthe program has loaded, the 
tolowing profound sentences 
appear on the screen: “In the 
beginning was the sentence (lhe 


| 
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l 
OLEVEL MATHS 


Producer: GCE Tutoring study aid programs for O level 
Retail Price: E5 IMaths revision on the market, and 


, these are of such a high siandara 
Age Range: O level pupils that a program like is made to OO 
somewhat amateurish. It doesn't 
| There are eight programs on the | help that words are spht m odd 
re ai tape covering arnthmetico, algebra places al the end 61 a line, or thal 
43 ingonometry, sets, Stabistits 
transtormational qeometry mat- | oftento-be overlooked 
rices and calculus. When each ram, however, |s 
program has loaded, a list of the 
topics it covers is displayed on the 
screen for selection 
The first program offers intorma- 
Hom on fractions, decimais. rouNO- 
ing, accuracy indices, square Control keys: CG tomove on, 
ES spp Bisa ins none pc (a Hip Co a 
well have a flea circus! ton of the topic is given, together HEMyS 
; with a few examples, then the stu- | Keyboard play: reasonable, 
Bible calls it the Nord). The sen- | People today vyouandme, youand cem is given more quesuons 1o lhougn there are a tew ong pauses 
tence is divided into the subject he, Certainiy Higgins or Higgins tackle solo. The information 15. | between screens 
and the predicate. An extremely The sconng systems ratherodd. | rather sketchy, Dut | suppose that | Graphics: linea 
rating Digep forces yOU to rusm as, aftar answering four questions t the-program is used only for rev Use of colour: simply black letter- 
through all the information given, | Iwas informed that lhadscored 12 | son im comunchon with text | ingon ayenow background 
which of course means that none | out oi? — one of the questons books, students may find t quite | General rating; Covers alot ol 
of it is absorbed. The sentences | was repeated three times! Im | useful. The trouble is, there are | groundin rather a sketchy way 
used for examples, such as | afradthatihisprogramisnobetter | alteady a fairly large number of Amateurish 
'Patsy sings sheepishsongs" are | than the worst sort of gramimar Eai 
Arte and say, text book, and at least the taiter 
The menu-on the first cassetle | doesmntmake silly nóises, 
offers a range of options from Verb 
and Noun phrases to Auxiliares 
and Suppressed Verbs. The sec: COMMENTS 
and cassette contains exercises to 
test understanding of the theory, | Controlkeys: onerey cormimanas 
Sentences appear on the screen, | Keyboard play: good 
and the task is to selectthe correct Graphles: none, apart iroma sim- 
group of words: to il the blank. | plediagram 
One of the sentençes to testknow- | Use of colour: imited 
ledãe of noun phrases is “ | Generalrating: Agood way iopul 
o Was Standing by the | the user off studving grammar for 
| lamppost' and the choiceistrom: | ita, 
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MACHINES IONAL PHOTOCOPY ING 


| VE HAVE A MACHIN : | 
Producer: Atlantis BUDGET AND VE DEL IVER Dor OUR 


' should ever be the same 
Retail Price: £1.99 | found this an absorbing, | 
Age Range: 12-Adult rather frustrating, challenge, and | 
the. game certamy becomes COME OM LN ANO aa US a T 

Anhough not a specifically educa- | adedictive alter a while, [Lis impor | 
tional program, lhis game would | tant throughout to jot domnallthe | | to RALNAGE PFOAD 
certainly be ot use withchildrento | clues and code numbers given 
encourage their thinking andnote- | and, by a process ofirial and ermor 
taking skilis, The storvine is as fot | try tohaçk the system. Disappomt-= | T | 
low s: the government has lalled to | indby found'a spelling error recur- | FHANKS FOR RING ING ORION seas 
track down the criminal master- | rmimgin the screen texts, butim spile € | ; | 
mind who is holding the counteyto | ofthat, this is a nice little program | Hacking away in an attempt to foil an evilplot involving nuclear 
ransom with a computer-acimated | for encouragina iogical Hought. la o ço td a ds 
nuclear warhead, No-one knows cru 
where the computer or warheadis | h | 
located. The only intórmatior you | 
the hacker, are given 15 an dficom- 
plete telephone number supplied : spas gp cpa E Na 
by a C15 agént who was “term ua Ra FE E a SAR aaa e) Control keys: number and letter 
pated” while transmitting what he e aa a ne SE E ano ag a keys are used to input the codes. £ 
agora | ds cap SE PAR returns you to the menu 

DR RO creio ne doa o ee VT ARN Keyboard play: 9000, though tis 
Hamas cispiaus 5 options: dou] És lo | 4: o os impossible to delete If voL make a 
can telephone olher computers; ] = ent DR RR Graphi 
pi for am analysis of the phone Ei pa PA ade AR a ae, É a , e cp grs de 
ok: read the data which the | MA a a SERRA o ad ba pa 
analvsis sends to the information E + A ot Ea a General rating; This is a very 
board; cis lay your phone Eull or a a OE «> e RR is - E cheap Ie program wfich repre 
Load/Save your data. Each time | E is Rs 1 senis very good válue formoney 
Supercom 5 loaded, it contains | ao de PE encare REM fes, RR o would be enjoyed by older children 


] , mia =! 
new codes, s0 no Iiwo games +. A ; ” + a and adults. 
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SHORT 'N" SWEET 


Several people wrote to defend FRONTLINE from the ravages of a letter from Peter Shields a couple of months 


ago, which suggested Rosetta and yours truly went to join the dole queue. 


There is only one game to have a look at this month, so there's plenty of space to devote to the Forum. Keep 
writing in. Most of the letters were full of interesting suggestions but unfortunately, these were unprintable. 
good to be here and know people enjoy the column. 

As | prepare this intro we're coming to the end of a fairly miserable summer. The PCW Show looms on the 
horizon (once | finish this column, it's off to Olympia for me). Next month, Vl give you a full run down on the 
goodies you can expect for Christmas. See you then... 


JOHNNY REB Il 


Thankyou. I'm one year old this issue and it's 


Producer: MC Lothlorien 
Retail Price: £9.95 


This is the first offering from Lothio- 
rien for some time and is a follow 
up to one of their oldest and most 
successful titles. Based on the 
American Civil War, dobnny Rab dl 
isa one or two player strategy pre- 
senting the playerts) with a “typi- 
cal" action rather than a recreation 
of one of the many historic battles 
such as Bull Run or Gettysburg. 
For those in need of a quick his- 
tory lesson, the ACW was the 
result of differences between the 
Northern and Southern states of 
the USA main 
over legalised slavery. Neither side 
actually wanted the confrontation 
which lasted from 1851-65. but 
both were caught up in unavoida- 
bile conflict in a war so bitter and 
complex, it Iterally set brother 
against brother, |t holds interest 
from the strategists' point of view 


“because it has been called the first 


'modern' war. 

This terminology is used more in 
the context of new weaponry than 
anything else. Repeating rifles 
were rare during the war, but 
gained in numbers towards the 
and. Gatting guns, the forunners 
of the modern machine gun were 
also used occasionally and 
cavalry, whilst still maintaining am 
effective role in combat was armed 
mora with a weapons 
than swords. The war was further 
complicated by the fact that whilst 
tha North possessed the industrial 
might and numerical superiority, 
the South was better organised 


| andtrained and had fewer commit- 
ments. á!l this explained Lothho- | 


ren's first foray into this era. Their 
excuse this time was increased 


(but not entirely) | 





sophistication and better gamep- 
lay. So, how have they done? 

Well, the most obviously notable 
feature of the new game is thatitis 
apparenthy 100% machine code 
(something unheard of in the pre- 
Cambrian days of the earlier ver- 
sions release) and it loads very 


| quickly indeed. A passable title 
is then succeed 


screen I5 cceeded by a 
menu that allows limited modiífica- 
ton of the games parameters. 
Just about eveything is user defin- 


à ie pm ed 


cet 


si é À mp A ep 
= ia a E, OA, PDP 20 ——e a ajalo cm o cm mo a e ja ms a 1 e 


able from the control keys (or 
Kempston joystick option) to the 
balance of forces, the terrain fea- 


| tures of the battlefield, where and 


when the various reinforcements 
arrive, game strength (on the one 
player version) and screen colours. 

| was most impressed with the 
choices available to tha player. 
When playing solitaire, the player 


| may choose either side thanks to a 
“flexible | computer 


opponent 
(though | later discovered that the 
cpponent is not actually that hard 
to beat on the first two levels). 
Safety features ensure that you 
cannot after the force played by 
the computer to make. things 
aasier on yourself, It's possible to 








veLe jo em nl om me 


| always visible in two player mode. 








have hidden movement on the 
single player game but all units are 


Once the game begins, play is 
very stratghiforward. Again this is 
due to attention to detail in presen- 
tation. Under joystick control, a 
cursor is simply placed over the 


unit to be ordered before pressing | 


the fire button. Information about 
the unit is then presented on the 
screen in a colour code to show 
levels of ammunition, morala, 


strength and efficiency. This dis- | 


play appears below the 'action' 
screen. To the right of the screen, a 
seres of icons appear, each indi- 
cating a possible action such as 
dig in, advance, charge or fire (not 
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SPECTRUM 





| alithese options are available to all 
units, as you will see), Joystick 


movement allows selection of the 
required order with confirmation 
coming from a second press ofthe 
fire button, Some orders may be 
elaborated upon. For instance, 
when advâncing, you are asked 
boi her fp is to is 
ring or not. As units carry out their 
orders on the main screen at the 
end of a turn, the unit symbols 
themselves will change to show 
the current status of those units. 
A sound eflecis ars 
ess“ during. combat. This is 
ranged combat the 
melós iá oteibis between adija- 
cent units. Units retreat, 
become routed or be destroyed 


ERR ai ob pla in 
e unit types are infan- 


ad Sion E 


e cm | artil 
se units cannot fight). The 


Per scale of the units is never 
really explained throughout the 
game or manual but by the nature 
of movement, | would suspect it 
lies somewhere between platoon 


and company level. 


There is a standard scenario. À 
Confederate force |s approaching 
a vasthy outnumbered Union outfit 
which must defend its side of the 
neo while reinforcements arrive 

pao course of the game. Ht's 
but flexible org d 
dizaio should present plenty of 


challenge in a two player game. 


The one player version only really 
comes into its own on the hardest 
level. The on screen presentation 
is both logical and clear but the 
tiny instruction booklet is both 
cramped and badiy laid out. There 
is nO key reference so setting up 
can be Slow Until vou become 
Johnny | defini y a 
successor to the onginal 


wmedrthy 
| but at 9,95, | can't say I'm overly 








impressed, especially considering 
Rebelstar was only 21.99 and that 
was a beer game. The best 
advice is to buy Rebelstar first. | 
u have that and are looking for a 
flexible, well presented and 
interesting game... getthis. 


PRESENTATION 84% 


Cramped and badly laid out book- 
let but wonderful on screen pre- 
sentation 


RULES 85% 
Some ompmisions but otherwise 
well suited to the game 


PLAYABILITY 85% 
The unobtrusive icons are useful 
and fast, especially with a joystick 


GRAPHICS 80% 
Simple but effective and colourtul 


AUTHENTICITY 82% 

The various unit strengths and 
proportions capture the essence 
of mid-war skirmishes 


OPPONENT 79% 
Flaxible but not too demanding 


VALUE FOR MONEY 81% 
The most you could ask for this 
game 


OVERALL 82% 


Very reasonable in most respecls, 
admirable in some. What a shame 
tha hn, that in the wake of a 
of good budget games, 
Eoorle sapra ieitra putiira up their 
prices rather than bringing them 
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In which Peter Shields is well and truly hammered by 
FRONTLINE readers on the offensive; tips for Chaos Ra, 
Rebelstar and the great computer opponent debate are all 
deait with in inimitable fashion. Roll up, roll up! 


| Dear Sean, 
Putting anti-strategy game letters 
dim your Forum is undoubtedhy 
atrategio itself because ft prom- 
“ptes further letters of anger 
“defence etc! A few notes therefore 
anja jan are relevant to 














| pusly strategy 6: 
| da Pora people ried- | 


CRASH have ever actually had 


H GRASH r 

bile or dull they simply 
vet experienced the far 
- permutations and chai- 
ci dd 


wyone interested, the major 





lexible of adven- 


at there te not, al 


| tures, because you tend to-begin | her 
| e» RF Rg wrigie story and. a ae E 


gie game. must | 





be? The most certain fact is that | 


the existing situation will change 
and a minornty (as was 
suggested last month), may vet 
become a majority. | think this is 
mph relevant to the multi 

r aspect of game interaction. 

| dona CRASH for staying aí 
the front, and full marks for printing 
the articles about other game 


areas. hs Prrtpiçd di matter of time 


And a a E ARO still doubt the 
wisdom of CRASH Towers, | pre- 


diet when the computer 


game 
worid anangea, if they keep up this 


superb diverse approach, whait- 
Eneino vit | 
be the leader. Don't | the 


games f vou haven't fully tried 
them. | 


bet Derek B didnt play 


Chaos with some merry friends or 
he would have surely been won 
over by the fun. 

Here's to the future. 


Thank you for the kind words | 


| Andrew Itendto hold similar views | 


as! E saves ae ven 


| computer players slu 











| tures. H 





user-trendliness and it has not 
spared complexity at the cost of 
these. The small graphics are ani- 


| mated beautifully, and the sound 


is better than in most arcade 


| games. The computer opponent 
| handiles its forces very skilfully, 


and it is a joy just to watch eight 
ing it out 
between themselves. Many more 
people could gain from Chaos, 
and sol as dig to give ita proper 
review in FRONTLINE and award if 


| the Smash that it deserves. 


Hera are some tips for a 
players: early players (the ist or 
2nd in a large game) have the 
attacking and spell casting inítia- 
tive, but later ones can cast an illu- 
sion with less chance of following 
players disbelieving in it, Illusions 
are no good towards the end ofthe 
game, since wizards cast disbelef 
often, when they have few other 
spells. Protect your wizard with 
armour and a shield, or shadow 
form and a castle, sinte lhey-are 


| very weak at the start. The compu- 


ter is very cautious with its 
wizards, and they do stay alive for 
a long time! 

Also, try to get a magic weapon 
so you can attack undead crea- 


combat with the undead, try pres- 


duection. If the situation warrants it, | 


il prepare a full review of the game 
immediately afterwards. One of 
the acvantages of computer pisa 
gaming is the option to play so 

itaire. Perhaps the best option is 
the kind used in Rebelstar where 
one side of the ta a has a single 
player option while the other is a 
two player game, Si 


Dear Sean 


| have got to reply to the stupid | 


letter written by Peter Shields in 


| last month's issue.  annoys me so 


vou have no magic |. 
weapon and wish to disengage | 


sing: | for info and then enter a | 


direction. You will attack that 

empty square and move onto fl. 
Magic woods allow you to get 

some new and powerful spells but 


remember they are not anybody's | 


property and any wizard can use 
one. Fire and Gooey Blob can win 
(or at least save) the game if they 


| are used properly Walls can be 


used to build fortresses to hide in, 
but can be flown over. À good way 
to start 13 to magiê bolt another 
wizard, or to cast something next 


tohim. Players2 and 7 canhavean | 


attack on five players by ras a 
shadow wood tres nextto th 

The final trick, discovered (by a 
friend of mine, is how to get an 
undead wizard. Ifyou can become 
undead, you stand a good chance 
of winning. You must raise a mount 
of some kind from the dead (a 





horse is easlest), then get on it. | 
| your mount is slain or vengeanced 
| then you yourself are undead! 


I would also like to start a new 










Raro man — | prgument in your pages. How 
irew Hughm amais o importan 

PS Do search for RED smeT expan- | 

dera, 


is the computer oppo- 
a 1º Because of memory 

5, the opponent is notto 
jmbo then the game must 
& restrictions imposed 
name imo isultra-com- 


pg] mal for the. 
E) el jair 





much that he can be so single 
minded, and it also surprises me; 


that you should print such trash, or 
is it that you want to receive à | 


whole lot of angry letters like this, 
then ask for a 
all the gi dadas (lts a fair 


E 
“ester Sh pese seems to want | 


everything armanged for him and 
has no consideration for - dele 


ho play v ara pe 
“ Butwnito Em herei mightas vei 
u sóma ro. Don't worry, 
= am a bh Pá pin ee erti- 
e - main reason for people 
disregardir your measly three or 
four pages is the appearance. lt is 
too grey and drab. Why don't vou 


press for a colour page or two, Or | 


even a few colour photos. | mean, 
Derek Brewster did | 
you? 

For instance just take à quick 
logk at last issue and compare the 
CRASH Smash Rebel Star with the 
CRASH Smash Bobby Bearing. 
You have to agree there is a big 
difference in colour and raz- 


zamatazz, 

| think it's time to revolt. The only 
way to get more readers is tó 
attract them, and f the other slime. 
eaters at the CRASH Tower say 
vou don't have enough readers to 
warrant spending a lítle cash, then 
gither kick their feet away or stick 
a fingers up their noses. 

Bedtord, 


Thornew 
Wakefiela , West Yorkshire 
PS Do you: really look like Don 


Johnston of Miami Vice as your | 


portrait by Oli suggests? 


Let's make à dea! shail we? | won't | 






mention Esbaçs 9 n so 
o mr 
















ibie and make 
? Inor- 
option. 
pd gm eo to 2 bromen 


do with 


pay rise bacause of | 





H, why not | 


ui the game, or do | get the reviewto 
sPey=.| vou as fast as, 





TS 


E 





Dear Sean 
FIREBIRD, 
Rebeistar dra JR tan 


Dear Sean 


laining about the letter from a Mr 
Peter Shields of Manchester. Ha 
asked whether  war/strategy 


ular column in CRASH. | say ves, 
very mucho in fact. I'd rather have 
a specialised person who knows 
his job well, giving his criticisms or 
psi ção À wargame, than 
an arcade freak era, so amongst 
the other arcade games. | know 
that wargames dont appeal to 
| everyone; nor are they as widely 
produced as arcade games (pity 
| though! but it's just no reason to 


Although the column may be bare 


at times or mightr't have a CRASH 
Smash every month, it still should 
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Ends Na. (prá 


Ed dh ii 
1.99, ts ono of my bost ever 





gato Aipim pd 
; the left hand side ( 


| cart help but write to you comp- 


games are worthy of their own reg- 


have their column “abolished'. 


exist, after all is CRASH always 


REBEL STAR— 
MOONBASE DELTA! 


ter's reaction! quickly, neariy 
all the: oia Rd rush down to 
attack. Wait inside the airiock and 
cover the doors. The idea is to dis- 
tract the defenders, and so hold 
outto last man/woman/droid! 
Do not break in at the top-left until 
your force is completely wiped out 


3) By now, there should be no 
defendino droids left near the top- 


left aírioc o blast the inner door 





ini cash ng he cols across 


absolutely packed to the brim with 
CRASH Smashes every month. 

He also said about wargames 
being far inferior to arcade games 
Yes, | admit that too for a majority 
ot them but not so for such games 
as Shadowfire, Lords of Midnight 
and so on, which were highly 
acclaimed and gotinto the CRASH 
Readers Awards, 

Having cleared that vp, Il put 
forward some of my views on the 
Forum. | was very glad to ses you 
take over from Angus, as your 
reviewing system |s far better, and 
| very much liked the idea of the 
Forum. | think the Forum is justtoo 
small, and although space |s a limi- 
tation it could be enlarged by using 
up the wasted space that a Mr Min- 
son writes his gobbledigook on (no 
offence White Dimarf) 


tions for the 1-playi e 
means that Raiders destroy 
the 3 SE-DOMmBntera AND the 
id iii la a 


1 ea si 
ery up 


dependo do dd 


te folouina modifica: 








Generaly wargames on the 
Spectrum are improving, but agre- 
eing with Steven Cook's point that 
they are generally For 
instance in LOTHLORIENS The 
Bulge, | find that the computer is 
slow to respond to the order key. 
etc. Another point | woutd like-to 
make is that some people were 


| complaining about the S&S sys- 


tem being very similar to D&D or 
AD&D, yet nobody has com- 
plained about HotM (Heavy on the 
Magic) using the FF books' 
fgnting and requisite system, that 
SKILL, STAMINA, AND LUCK? 
Finally, | would like to ask you a 
few questions. What type of war- 
games, RPGs etc do you like/ 
play? 
Is there any news of a 
games coming out from Y Or GOL- 


| you to ev 





LOP soon? 
Will you be reviewing Dark 
Sceptre? and Do you PBM? 
David Kelly, Belfast 
Ooh, my head is getting so much 


|| bigger! In answer fo your ques- 


tons, Traveller, Skyrealms of 
Jorune, Call of Cthulhu, Rolemas- 
ter, AD&D are my favourite RPGs in 


| ale oii 0 play and collect 
|| many more 
| games include SPIs Startorce Tril- 


onventiona! war- 


ogy Star Fleet Bafties, WRG mod- 
erm miniatures rules, Warhammer 
and my favourite game overall is 
Go. Yes | do PBM tha games | 
play are my business. | never form 
aliances or make my presence 
known when it can be avoided. At 
present it would ar that Em 
not reviewing Dark Sceptre though 
that isn't nite, éM 


Dear Sean 

| have long held the opinion that 
people who dismiss wargaming 
and RPGs as boring must be unin- 
teligent and/or unimaginative. 


| Peter Shields sounds like one of 


this cursed kind. He sounds as ff 


| | he cannot enjoy computer games 


unless half the universe Is 
destroyed by him in the first five 
gprEcê 
am not knocking Arcade 
games indeed | enjoy agood many, 
ut E do like to have some measure 
of intelligence in my games, | am 
happy to set a new house best at 
Quazatron, but much more 
enjoyed winning Armbem against 
the computer. 

Point 2: Swords & Sorcery can 
not be a true RPG because you 
can not use the standard Role play 
technique of lying your way out of | 
troubla. An example of this follows: 

In one game a friend and | were 
caught searching the baggage car- 
riage of a circus train. Two guards | 
came in... in a computer game 
we would have had to get into a | 
dangerous fight and kill them to 
stop them sounding the alarm. 

in the RPG we explained we | 
were the fiying  Karamazor 
Brothers, and were checking over 
trapezes for that nights perfor- 
mance. Computer edil dio can- 
not handia the aspects of a) con- 
versation and b) all the natural laws 
such Epi 1 ty. 

lan Hopping, Weston, Heris. 


! agree thal current computers 


ssibly ever create a trug 
RPG. The point is that: com- 
puterised RPG development isn't 


| being camied out on Crays. Its 


being handled on machines of 


| comparable power to the Spec- 


trum. Ht will have a very important 
role to play in the future of home 
entertainment as games become 
ever more reafistic. Role playing is | 
the most sophisticated form of lei- 
sura invented by man. lts birth in 
tha home computer field (which 
will expanda) is surely worthy of 


coverage. 

Finally this closes the case for 
FRONTLINE, Peter Shields" apin- 
ion was not backed up by any of | 
the correspondents. In fact, I've 
never had such an enthusiastic 
response to the column. Thank 
who wrote. | 
“e Ad a 

RONTLINE will continue to grow 
and improve while m writing it. As 
à famous Vulcan once , Live 
long, and prosper” ca 





BY R.J. SWIFT 

TT Racer is a spectacular motor 
cycle racing simulation that puts 
you on the hot seat of a Grand 
Prix bike. Experience the unique 
thrillof racing with fts stunning 
over-lhe-handiebars 3D view and 
state of the art solid graphics 
Sei-up your bike and practice 
hard on the 12 famous tracks. 
until you re ready for the 
cnalienge... To race against the 
other cool professional riders tor 
the winning fiag and the world 
championship. 

Eventhe top Suzuki riders like 
Paul Lewis and Kevin Schwantz 
nave been amazed at the 
accuracy of the tracks and the 
authentic feel of the bike, 


* Spectacular over-the- 
handlebars 3D display 

= Al12 Grand Prix tracks 

' BIl4 solo Grand Prix 

classes 
Challenge the computer 
and race against 15 other 
bikes or with networking 
7 of your friends 

» 4 different levels of 
competition 

» Full Grand Prix season 
points scoring 


END hHãÃNDNHAEAHEãNDHãNDHÃNHNHÃHENNHEH NDASH) HHHDH HD. 


SPECTRUM 

TTRacer48/128K O £9,95 
Tomahawk 48/128K [ E9.95 
Fighter Pilot 48K E 7.95 
Might Gunner48k  L) £695 
COMMODORE 64 

Fighter Pilot Disk | L] £14.95 
Fighter Pilot [| £995 
AMSTRAD PCW 8256/8512 
Tomahawk Disk [| £19.95 


Namé 


AMSTRAD CPC 464, 664, 6128 
Night Gunner O £7.95 
Night Gunner Disk [13.95 
Tomalhawk [9.95 
Tomahawk Disk 14.95 
Fighter Pilot Fa9s 
Fighter Pilot Disk 13.95 
ATARI 

Fighter Pilot Disk 
Fighter Pilot 


E12.95 
9.95 


VAT and p.&p. inclusime within UK 
joverseas inc. 55p per cassette) 


Pesseseniio DIGITAL o 
(0276) Gotas Ta im INTEGRATION () À 
Plesso debltmy hovessVisacardno a etnoor Road, A 
LILI IILIII III AS camberey, Surrey | 
GUIAS 3AJ * 


Trade and Ex enquiries 
welcome. Lietime Guarantes. 


soca de 1 PER E 
Cheques made payable to Digital Integration Ltd 
Lenciose a cheque'P.O. tor Total 


Address 
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This month our play by 
mail expert fights for 
and wins two pages — 
it's PBM FORUM time 
again! Brendon also 
takes a peek at 
Amateur PBM games, 
looks at CONQUEST 
and gets on the 
touchiine for a new 
league i in SOCCER STAR 





AMATEUR PBM 
GAMES 


Amateur games are of a breed that 
| have avoided mentioning, mainly 
because they tend to be human 
Moderated games of a simple 
nature. These games are generally 
nm by PBM fanatics with a little 
spare time and money. 

The principal of amateur gaming 
6 the same as in 'professional' 
PEBM, which after all, developed 
rom amateur PBM — the only dif- 
ference is that the results of all the 
players orders are published 
together in a “zine (normally in the 
form of a table of figures for the 
players to interpret). These games 
are very cheap to play — the only 
charges being a couple of pounds 
startup and a few more pounds for 
a “zine subsenption, Turnaround 
varies from every three weeks to 
every two months, depending 


| upon the “zine, 


H vou are interested in playing 
any of the vanety of amateur PBM 


games available (many of them 


derived from board games such as 
Diplomacy, Sopwith and Railway 
Hivals), or if you would like any 
further information about amateur 
gaming, then | suggest that you 
sendan SAE to Martin Le Fevre, 1 
Wellesley Nautical School, Lyth, 
Northumberiand  NE2Z4  3PF 
along with-a letter asking him tor 
details of the amateur PEM game 
directory which he edits. 

Ard Lloyd has passed a letter 
from David and Michael Bradley 
wm to me — theyve got three 
games on offer: a cowboy game, a 
football game and a space game 


| which are apparenthy free to play 


so long as you send SAEs along 


with your turnsheets. The games 


are meant for inners and 
people who want to play by mail in 
a simple way S0 If youre 
interested, send a SAE to David 
and Michael at 17 Temple Road, 
Hounslow, Middlesex TW3 1XS5 
for details. 


SOCCER 
STAR 

Soccer Star is the first PBM 
COMES SOFTWARE O NGitingham As 
this is à new game, a fair 


appraisal 
cannot be é n S0:9M that canbe 
said is that Socoer ars to 









ts lo es y çã team 

ni endance FEB, 
am as management, and 
Sion cheating and soon... «Adin 


E dio E your average 

qo Sr is due to be 
launched this month, E3to 
me costs 


| trading and so on. 
| player has about 10) personalíties, 





Conquest is a human moderated 
game of, well, conquest. The land 
of Rall upon which the game is 
played is mapped out onto well 
over 10,44 sheets, each sheet con- 
taining 29 hexes of land and sea. 
Initially, the player is given a nation 
compromising of a few hexes, and 
[3 told the type of nation ruled, the 
'Personalittes' owned, the nation's 
religious and magical tendencias 
and troop strengths, along with 
information regarding the hexes 
and cities governed. player is 








“Combat in Conquest is a well | 
| thought out affair — victory does 
| not necessarily go to the largest 


force! 
The players hexes and cities ar 


| termed PROVINCES. In the pro- | 


vinces, lovalty-crushing taxes can 


| be enforced to raise the gold | 


needed for economic develop- 
ment and investment in infrastruc- 
ture and armies. Economics is the 
strongest feature of Conquest, 
and international trade is an impor- 
tant key to successful play. 


dimap from CONQUEST in which the alm of the game is... con- 





quest! 


also given a copy ofthe (somewhat 


daunting) rulgbook, 
The main nation types are: bar- 


| barian; nomad; supenor barbarian 
and civilised. Each type of nation 
| has its own advantages and disad- 


vantages. For example, a superior 
barbarian nation can raise civilian 
population at 80% of the normal 
aconomic costs, while its prosper- 


ity |s low compared to that of a | 


eivilised nation. 
The personalitias are the leaders 


| ofnations and armies, andtheyare | 


used by the players to actually 'do' 
things in the game — conducting 
spying or espionage missions, 
ormalhy the 


but this figure can vary. They all 
have “Dungeons and Dragons' 
style attributes which give diflerent 
Personalíties different uses. 
Nations" tróops generally come 


| under two headings: INFANTRY 
| archers and marines for instance, 
| and CAVALRY which may com- 


prise chariots, elephants and so 
on. The nation type and geographi- 
cal description decides the trõop 
type-of the nation. Fleets of ships 
such as galleys and coastal raiders 
are available for maritime battles. 





CONCLUSION 


Conquestis a well run game which 


requires a lot of careful planning 
and diplomacy to win. The game is 
quite difficult to understand at first, 
but after a few months play and a 


| bit of diplomacy with experienced 


players you should get used to the 
game. A word of warming if you 
choose to join: don't axpect the 


word to be easy! | 
Conquest is played on a 


monthly turnaround and each tum 
costs only £1. Startup costs EB, 


| and'as a special offer to CRASH 


readers this fes includes an extra 
free turn not normalky included in 


the startup package (rulebookand | 


first turn free). Matthew Brunt, 


who GMs Conquest, also pro-| 


duces an informative game news- 
letter called THE CONQUEROR — 
well worth reading and why not 
contribute articles too? 

H vou would lika to play Con- 
quest then send a cheque/postal 
order payable to M Brunt for L3 to: 
CRASH CONQUEST STARTUP 
Conquest qames, The Firs, Wig 
Lane, Boxted, Nr Colchester, 
Essex. 
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PBM FORUM 


TURNS AND 


ADVERTS 





Dear Brendon 

My interest |5 PBMing has grown 
immensely since your column 
started a few months ago. How- 
ever, there are à few things about 
the hobby that | do notfuly under 
stand. When you use the phrase “a 
turn', what does a turn comprise? 
When a turn costs over É1 then 


E Kavanagh 

Summertf Leld Farm 
Nantwmich Road 
Eroston 

Nr CHESTER CH3 FIH 


Starship; number 61 
EITHER 
Fly through star named 


Reset thrust commands . 


= : fee ES 


Et ia PRM EERS E 











He deter Cxoplrna 
Uh pon 


e rque s 


Shui fics Ps 


Gend a mestage to MONDE 
Cho Cxeuto VIER 
Exit! LE LÃ ça Code gts É 


Post to- 

Time Patterna 

97 Devonshire Road 
Handemorth 
Birmingham BZê ZPG 


Dear Brendon | 

Being something of a PBM fanatic 
Em really pleased to see the grow- 
ing interest in the hobby initiated 
bt CRASH, | play Vorcon Wars 
(games 35, 43, and 53), Super Vor- 


Arm 2, Where Lies The Power, 
Word Of Vengeance, Saturnalia, 
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surely it is more than, say, “will | 


Credit balance BEFORE today's reports) 


Named The Getaway Captain De Eurgh in Command 
Betions possible in etartilight. 


Please send information module óni- 
Erpadeast one local message (audible up 
ne Em 
VELRLAGOAO im 


no (cw ug biess 
Hi i cabe “bug 

Give an order to the ships Company 
CAME E 
the cm abrtcado 





con 68, Starglobe Three, Spiral | 





uniock the door to my left" — or 
does a player go imo greater 
depths to describe a list of 
activities? 


Secondiy, whilst reading WHITE 


DWARF magazine | came across 
several adverts for PBM games. 
One that caught my eye was for a 
Condo called Capitol by KJC GAMES. 


he advert reads "Capitol is fast | 


becoming the standard against 


which other space warfare games | 


ara compared. The advert 
includes other comment praísing 
the game no end. 

| read vour review of Stargiobe 


ACTION SHEET - tBtartlight) = FILL IM ANO RETURN 
Game account number 229 Star6Gl oba Three. 


= 


Home on star names MICNINO on arrival orbit planet named: 





These orders dated Zé /. 


in GRASH 32 and found it interest- 
ing; | even thought of joining the 
game. But | then noticed that 


Capito's turn prices are cheaper | 


and the game sounds as exciting 
and as playable as Siargiobe. 
Could you, if possible, advise me 
as to which game is the most 
suited for me — a gamer with à 
little PBM experience. 

Steven Vickers, Carshalton, Sur- 


rey 


' Depending upon the game ih 


question, one can do a number of 
actions during any one tum — as 
ilustratedo by the Starglobe action 
sheet seen on this page. 


A typical STARGLOBE action sheet illustrating a range of 


options available to a player when preparing a turn 





1.29 Gtatus Standard 





with acceleration on/0f f/reverse 


and after close fly-by head in direction of star 
“OR (Fbr advanced players only) - 


Give up to 3 periods df acceleration. 
State acceleration vector, x,y? and number of ship years. 
Null vector (0,0 ,years! for engines prt. 


vBargs 
rears= 
years 








Irtrvo iado 
Fiada if 


Deuttar 
tensas cre 


CEC ut VERIA 


Viemwscreen range | 157, magnification 9. ti) 
Alert status is on automatic, Order special alert status 


21 523 4446 


lts A Crime!, Explorers of Orion 
and Whitegolo. I've also played 
Starmaster, Starweb, Starlord and 
First Light. anyone would like to 
get In touch with me then | would 
ba pleased to pass On my VIEWS of 
these games (SAE please!) 

As for PBM football, | suggest 
writing to Ray Norton at 75 Bristol 
Drive, Battle Hill, Wallsend, Tyne 


“and Wear, NE28 9RG who is stari- 


ing a new United league. 
Phil Shuking, 58 Hampstead 
Road, Dorking RH4 3AH 


Plaving all those games, l'm sur- 


4 “planet named 


conane » 
da RE: cure tt Cj 
e Shyjs CO. Pres 


(tIntention isto fly to star, 





to Iê Tight vears without special receiving equipment) +— 


huge Lhal Ljotá all recua 


EH 


moto Hheu Cóhu av? 
Request information on a sbip/star eystem/set of same entíties 


om he athutie 


de se 


Es dim abiltr of 
oo he avadselrel 


RSA O 


prised (yet grateful) that you found 
time to write in! 'm alsó im Super 
Vorcon 88 — perhaps an alliance 
is in order!? 


BK 





Dear Brendon 

| read your column with great 
interest, Not playing any PEM 
games myself, | would like to know 


(Give NAME, number Will] not do) Eleina evo! 





An bre he lema, 
Fhaiy 


vi ho rm Ha 
Credgued ty Levouis | 


ed Alert 


Sarglobe and Capitol are 
difficult games to compare: they 
are both 
very diterent to play Capitol 
requires a lot of diplomacy and 
strategy if you wish to enjoy lhe 
game, while Starglobe just 
requires a bit of imagination and 
perseverance — diplomacy and 
strategy help, but theyre non- 


essential to enoy the game. | 


Capitol was discussed last month 


| — | suggest that you reread what! 


wrote then before you decide 
which game (if any to join. Bear in 
mind, however, that there are some 
hidden charges to Capitol... iii 


Aolcals A 
À) io 


if there are any low budget games 


suitable for beginners — and, É | 
possible, the addresses and 


prices. | would greatly appreciate 
this. 


| Michael Pacey, Gorebridge, Mid- | 


lothian 


In my view no according to the 
FLAGSHIP Factors), Vorcon Wars 
is the best value low budget 
game available — ses CRASH 30 
for further details. Conquest (5 
another good low budget game — 
ses this month's game seat 


d games but they are | 
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MELBOURNE HOUSE ES 
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The Home of the Hits! 


- Melgoume House (Publishers) Ltd. Melbourne House 60 High Street Hampton Wick Kinaston Udan Thames Sutrev KT| 4DE. Telenhone: (0119433911 Telex: 935425 MELRSO Facs: (011943 268t 








Luckily, my cold has now cleared up thankyouv erymuch. Still no 

word iron that Haventiário pseudonym — although | did read a sca- 

ivo letter about me in the pages of C&VG a month or two ago. 
y written by their staff writer. 

Sigh. | don't feel as If I've had any summer this year at all. We've 
probably had all of three sunny days here in Ludilow. In fact the 
nearest I've got to jetting off to exotic, pale-sanded beaches was an 
o e Rb so nd dal rara 

on their hols. What fun, eh? Anyway, enough of this 
waffle (| id you've all had your summer holidays in far flung 
places already) and on with the tips! 


The good news this month entao da hu 
because | really couldn't make my mind up who most deserved 


the | 
title. The bad news however, is that you'll gil dd 


egddmipdbeg pad 06 e dr sopõeé npietio 
le are Paul Phillipson-Masters from 

in Eri Bristol mpi his | quinox Tips and Chris Smith and Jason Bean (The 

Industrious Hackers from Haxby and Pocklington) for their POKEs 

om tac Steel and Split Personalities. 





Dean from Littlgover in Derby for his Cauldrôn Ii map, lan Hunt from 


Purley supplied another part of the huge Core map and Christian 


Morris trom Luton sent in one of the first Universal Hero maps. Quick 
work there, indeed . 


| 


START 


FINISH 
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“GAMES AT THE 
| SPEED OF LIGHT. 


LIGHTFORCE is for VENGEANCE............ 
LIGHTFOQRCE is the Punishment Arm of 
Galactic Fighter Command. 

When a Terran-settled system at the edge of 
the galaxy 1s seized by an alien force revenge 
comes in the form ofa lone 

LIGHTFORCE fighter. 

LIGHTFORCE confronts alien in a dazzling 
battle above the strange landscapes of the 
Ilce-Planet the Jungle Planet, Alien factories 
and the impassable Asteroid Belt. 
LIGHTFORCE — aí the speed of Light 
from FTL. 


SHOCKWAY RIDERS are the picico! the 
street gangs - ATHLETIC,AGGRESSIVE & 
ARROGANT -as they cruise along the 

o imple-speed moving walkways that circle 
the great MEGACITYS ofthe 2Ist Century. 
THE ULTIMATE AIM OF EVERY RIDER 
isto go “FULL CIRCLE" - to do thatjhe must 
fight off the Block Boys the Cops and the 
Vigilantes - as well! as negotiating the Speed 
Traps and Rider Ramps erected by the angry 
local residents! 

SHOCKWAY RIDER is the most original 
arcade gamé ofthe year - 

THE ULTIMATE FUTURE SHOCK!!! 





LIGHTFORCE AVAILABLE SEPT. '86 
SHOCKWAY RIDER AVAILABLE OCT. 66 


SPECTRUM£ 7.95 
AMSTRAD & COMMODORE £ 8.95 


E a 
FASTER-THAN-LIGHT  FTL FASTERTHAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES, 
TT» SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel 021-520 2981 [4 lines) 















WEIGHT+1 
80 NEXT | 
ias | 901F TOT<>125222 THEN 
E dam “o «| PRINTCERARORINDATA”: 
= | BEEPrASSTOP 
do dg Eno Co | MoPRINT=1;AT 13 “START 
(1 TR STAINLESS STEEL TÁPE” 
E no E “a E gue E E ido -  SES - o e a 120 LOAD "CODE 
aa Po ANE | — | 190POKE60632,3240 
1000 DATA SS 128159 
| 1010 DATA 0,17,228,236,237 
1020 DATA 176,195,213,236,175 
1030 DATA 50,15,190,50,16 
1040 DATA 190,50,17,190,33 
1050 DATA 0,0,34,58,187 
1060 DATA 50,100,187,34,132 
1070 DATA 187,50,134,187,62 
| 1080 DATA 195,50,103,183,195 
| 1080 DATA 68,97 


STAINLESS STEEL 
CHEAT MODES 


Apart from havi ram for 
infinite verdes 
Steel has several cheat keys || 

| which do more or less the same 
thing. Phil Churchyard disco- 
vered that by typing LOIS once 
the game has started gives you 
infinite lives. Richard Drew from] 
Tyne and Wear wrote to say that | 
once the uno has begun, hold | 
ini pio eua keys Stcaded 
any 

ETAINLZX You will dpi | 
[have an infinite number of lives 
| and be able to use your shields | | 
as many times as you like. Typ-|| 
ing SILK all together at the 
start ariam game does the same 
thin , ES William Mitchell from 
B ira in Scotland soon dis- 


reckons that if you | é keya 
| [QAJKLIOPandE 


STAINLESS STEEL. 


É 


“ | Gosh, no sooner had we all sat 
= | down to try and get Rick Steel 
a through the various perils that 
awalt him in Siainless Steel 
when these POKEs arrived from 
the incredibly studious Hackers 
from Haxby and Pocklington, 
Chris Smith and Jason Bean have 
devised a way to get infinite fuel, 
infinite lives and infinite shieids 
for Ricky and his car. This | 
io that Ricky can never die 
d can continue in the game 
until tis finished. Goliee. 


5 REM C SMITH AND J BEAN 
10 REM STAINLESS STEEL 
























ii ar aire 
First first. To bo a proper Girile Tipster you 
drier and mirror in the office, Just to mako sure you look your 
best. Hannah gets ready to meet her public = bul where's 
Pr E 


















40 LET WEIGHT = 

50 FOR | = 32768 TO 32814 
60 READ a: LET TOT = 
TOT+WEIGHT'a 


| press our shield 
lds as OL NOS rt 




















Es | 


| 100 RANDOMIZE USA 22296 70 POKE ia: LET WEIGHT = 
Lots of people seem to have 110DATA33,86,5,17,0,254,1,176 
cracked at least one of the exite I2O DATA | | Ea | 
ROO DA RAND em no Nas ai y 
ri, 


a papa 254,34 
eigha then Poti some inbÉo 140 DA 
POKEs from David MeCandiass, 142.254,83,141,254,34 38,254 
Type in the routine and then 
RUN as usual and when the SUE DENSA ITENS ÃO 
ame has loaded ; e 160 DATA 





5 REM Heavy on the 


ne PAPER O: INK 7: BORDER O: 200 
65535 17 a 152,0,237,176 
20 PRINT AT 10,10; “START 210 DATA 


TAPE” 196,4 75,254,49,255,201,33 
30 LOAD “*“* CODE 220 DATA 
40 PRINT AT 10,10; “STOP 3256,17,224,191,02,159,85 


SOLETt=0 20602 254,39,205,264 17,0 
69 FOR i = 23296 TO 29431 
| 70 READ a: POKE ja: LET t= 56 1 220207 176 105064 
tra: NEXT 


1 EL Da Es LT, mid 
ps si] i 4 de au 


80 IF t<> 16474 THEN PRINT RE Non aa; 17,255,255,1,0 
“ERROR IN DATA": STOP 

| 90 CLS: PRINT AT 10,10; “RE veado | 184/02,24,80,106,129 MEI) 
| START TAPE" 270 DATA 40 ,35,04,105,35,94,0 Eq) kí 


| Ee | 
a yet | = 
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SPINDIZZY CHEAT 


Em sura 
that Phil 
dizzy for the 


u al know by now 
does do wrote Spin- 
m, Ha clav- 


erty Incorporated a cheat mode | 


H you press ke 
PAT Ear ra Initials) once | 


game has loaded then you get || 


Infinite time. Good eh? 





PYRACURSE TIPS 


As promised, here's the rest of 
the tips ag rso as 
supplied by M J Brock from 
Peterborough. Last month | told 
you how to get through the 
Antechamber and the Shrine. 
This issue there's the solution to 
get you into the Sanctum and on 
to finish the game. 


THE SANCTUM 
This is naturally the hardest sec- 


tion. Go straight ahead to finda | 


key guarded by a new type of 
| drold which is very nifty on it's 
casters. Lure this droid away. 
Pick up the key with Professor 


and exit up and left to a sealed | 


compound. Open the door by 
using the key/koy plate. Inside 
you will find a static headiless 
ra and a spinning globe. 

is globe is not a weapon. Pick 
à up with O'Donnell and the 
guardian will follow him, Lead 
this guardian into the new sort 
of droid which you have just 
found and he will kill up to a cer- 
tain number of them and then 
disappear. Lead all the charac- 
ters left and down to an entr- 
ance guarded by a “siow"' droid. 


Follow downwards to find a | 


crystal guarded by three droids., 
By using the “lure” method 
manipulate O'Donnell to pick up 
this crystal and escape. Return 
to this entrance. 

Exit the Professor and O'Don- 
nell right and downwards to a 
compound containing a key and 
another crystal. Lead O'Donnell 


in to pick up the key and the | room 


| crystal. Both inner and outer 
| doors will now close and droids 
will be activated to pursue and 
kill. Use the Professor to open 
the inner door by use of a lever 
| found on the outside. 

Using O'Donnell, manipulate 
soy a and around perda plate 

gain escape with second 
crystal. Exit both characters 
down and to the right to find a 
door guarded by a fast droid. By 
“jure” method get the Profes- 
sor safely inside using the key/ 
key plate. 

orayos will find five spinning 
globe weapons to be picked u 
by the Professor and Ó'Donnell. 
Retum to the other characters. 
Lead all four characters up and 
leftto find a door guarded by two 
skulis. Pass the characters 
through safely as the skulls rise. 
Here you will find a static skull 
penaio a compound. Putting 

rosbie over the skull removes 

the co 


mpound. 
Lead O'Donneil through and 
right past skulls to pick up prism 
(facing up). Lead Professor, 
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(having picked up emblem) into | 


the room on the right guarded 
me skulls. Touch the pulsator 
th the emblem, This produces 
a tir ball. Pick this up. 
Lead the Professor out and you 
will see the lever on the right 
which releases O'Donnell. 
Before O'Donnell leaves make 
him him touch the prism on the 


| floor with the one he already has 
| im his possession. This pro- 


duces three fast droids but also 
drops the door back into the 
main compound. 
The Professor, possessing 
the globe, can now lead the acti- 
vated droid in the main area to 
the prism on the leftwhich dro 
the door into the final room. 
Professor touches the prism in 
here to reveal the third crystal. 
To find the fourth crystal, lead 
the Professor back to the area 
containing the Fora a used to 
release O'Donnell, vou will 
find two keys, Lead O'Donnelito 
area adjacent to find a moving 
droid qguarding a key and a 


| transmitter. Bring these to the 
Professor. 


Lead O'Donnell to 
take the transmitter and the key. 


| The droid is now activated. 


Using the Professor and nearby 


| key plates release O'Donnell. 


Ignore first room, Activating this 
droid simply produces enemies. 
Lead O'Donnell into the second 


| room, taking the two transmit- 


ters. Touching the droid with the 
first transmitter activates It. 


Touching the droid with the sec- | 


ond transmítter reveals a third 
transmitter. 

Using key/key plate with the 
Professor, gain entry to the last 


third room with the third trans- 
mitter to reveal the fourth and 
final crystal, Lead ali the charac- 
ters safely to the final set of 


locations which are to the right. 


FINAL GAMEPLAY 


Find the three corridors. One | 
leadstoa cupandasphers.Pick | 


up both. The cup is the final cup 
which revives Poricles. One cor- 


ridor leads to a transmitter || 


guarded by four fast droids. 

Safely pick the transmitter up. 
Lead Daphne, the Professor and 
O'Donnell down this last cor- 
ridor past moving slow droids to 
find a door patrolled by a slow 
droid. Using the Professor, 
touch this droid with the trans- 
mitter to lower the door. Go 
through, dodging a scorpion to 
find a skull guarding an entr- 
ance. Pass through as the skull 
rises to find a room containing 
four static headless guardians 
and a static crystal end a lever 
which is down. Lead all three 
characters safely into this room. 


- Touch the droid in the | 





The four crystals already 


found, when placed in the cor- . 


rect order on the static crystal 
on the floor, cause the lever to 
turn up. Unfortunately, as each 
erystalis placed correcthy one of 
the headiess guardians comes 
to life. A safe method is to acti- 
vate two quardians and lure 
them down the corridor with 
ODonnell. Activate two more 
guardians and lure them down 





the corridor with “Daphne. The 
Professor can then pick up the 
final cup and pull the lever down 
which drops the walls giving 
access to the final room. Here 
the remains of Sir Pericles are 
guarded by a large assortment 
of previously encountered foes. 
Dodge these and reincarmnate 
Pericles by using the Professor 
and the last cup and voila, you 


| have finished the game!. 





-Daringly Original Arcade À dventure. lt's What You've Come 
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df. Experience The New And 


FUI 


Enter into The Magical World Of D 


Available now for Commodore 64 and 


| ira a lh fe nica = | Plonse sinto ná o, maçheno, cagsatia-or disk and quentity required, 
strad. E 1] CS = [ re [o] | Encioserl ermida chagueiro ra a RENAN: À day 
E pa pers sl inê usual NAT and nd pos ego PE E E 


D. - dtisas TE PE MAIL ORDER: AUNTIE KAY, *FREEPOST FIREBIRD, FIAST 
Firabiro sa Alegestesed Trado Mark of British Telecommunicasions pic FIRST FLOOR, 84:76 NEW GXFOR «7 LONDON Méia chá FLOOR. 64-76 NEW od ST.. LONDON WC IA ps. | 
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DYNAMITE DAN! andas 


Irina endless supply of food. 
mM | | The torch lets you become nbsbic fe d 
( INI TIPS) They go very nicely with the map | immunetothefifora shorttime. rir gfciséa loan dé 


| ta which lan has very kindiy been | The drill uncovers a sect - : 

Here are some bijou minitipsfor | working on “up in Art” witi e vers a secretpas- | magenta coloured objects and 
ap: ring on “up in Art” with'the | sage back to your alrship indl- ipi a 

ui” Matton, Tao, Pont in by | help of Gary Orgen who sentthe | catedbyenextsign. | creverenç o ron! rod objects. 

la m Watford, | mapintome. The food mixer gives you an The torch, drill, disk and food 
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mixer can never be stolen. When 
"you have found the disk, go up 
to sa op box and a tune will 

'i. Then find the fuel and, 
using the secret passage retum 
to your airship. Walk towards 
the right and you'll ba magicked 


f q Ea Fr 


to the next island, 

istand Two 

The ruby uncovers secret pas- 

sages on this island, one of 

which leads to the juke box. 
The skull makes you invisible 

for a short time. 


RE 
t 
amp 
SMA 


Oxygen stops you from dying 
when you fall into the water. You 
will, however, return to the 
screen underneath your airship. 

Secret passages are quite 
sasy to find. Just watch out to 
see whether a Nasty mysteri- 


a 
A Sa 


ik l 


Aa 


ge: 


p 


am 
RESP eh nt vil 
ap 


oushy walks through a solid wall 
and then you'll know that there's 
a secret passage thare. 

Tips and maps of the rest of 
the Islands would be greatly 
appreciated for the next issue of 
CRASH. Pretty please. 
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Te RUNGER 


DYNAMITE DAN II 
Infinite Everything 


There | was about to sit down 


Crumbs 





a 


| cormned beef roll from 


E m 


A DrmaniTE Dong ça S fue GERE dEFAREE Pre PLUG Two coa mid E MEME dada 
SElorPr ms Ao 


Laio CAN 


the extensions have recentiy | 


been changed here at CRASH 
Towers so making or receiving 
, telephone call is no gd feat 

ore. Anyway, lt tumed 








in, just 


pes to be none other than me ol” | 


mate, Phil Churchyard with a 


rivetting routine for MiRRORSOFT'S 


port, up and go o up in 


| 10 CLEAR 25600 
20 BORDER O: INK 0:PAPER O: 


WELL DONE. ALL THE CANIS- 
TERS DISPOSED OF. THE COM- 
PLEX IS NOW WELL AND TRULY 
FIT FOR HUMAN HABITATION. 
Phew ... didn't even have 
time to draw breath while | was 
ii that. it was 5000 excit- 


vte Dan If. Being a decent 
poe of person | decided to put 
gi Mia, and type all this 


, dear computer 
games POKEer ps 


| 
| 











CLS 

30 PRINT = 1; AT 0,3: “START 

DYNAMITE DAN TAPE” 

20 MERGE BETE 

50 RESTORE 

80 100 LET prog = PEEK 

TOPO 256" PEEK or Eça 
20 RANDOMIZE USR (prog = 

6 POKE 40077,201 

140 RANDOMIZE USAR 40000 

150 FOR | = 23296 TO 23301 

160 READ a:POKE i,a:NEXT i 

170 POKE 29544,201: REM NO 

CREATURES 

180 POKE 29002,182: REM INFI- | 

NITE ENERGY | 

190 POKE 33170,201 REM NO 

BLITZEN 


200 RANDOMIZE USAR 23296 
500 DATA 49,36,94,1925,144,108 


| Mr Churchyard also tells aa 


when Dan picks up a pair of 
Magenta boots it will enable him 


| to walk on water. With a bit of 


fancy side stepping it is also 


possible to walk from one island 


to another without having to 
solve all the problems first. 


ON QUEST 


| fi 5 a nit FE eL Ives 


Derek Brewster, our ace adven- 
ture person's late seios game, Con 
Quest is à bit of a brute to get | 

through. These infin te lives 
POKES Kindi Y sem FE by Peter 
Saldwin from Wimborne in Dor- 
set might help you get further 
into the game. Type the program | 
in and RUN. Then delete it fine 
by line by typing in the line num- 
bers and pressing ENTER. When 
vou've gone through all the line 
numbers up to 170 then type the 
RANDOMIZE USR statements 
tpri nted after the main program) 

and then start the Con Quest 


visa 
10LET c=0:BORDERO: PAPER 
O: INK 7: CLS 


20 FO sa a = 24206 TO 23355 
30 | 2EAD b: POKE a,b: LET C= 
+ -D 
O NEXT a 

so IF c<=>5806 THEN PRINT 
“ERROR IN DATA 
60 DAT, |,033,000,0564,017 
TO DATA 000, 027 ,062,255,055 
BO DATA 205,085,005,221,033 
50 DATA 000,064,017,000,027 
100 DATA 062,255,055,205,0B6 
110 DATA 005,221,033,192,093 
120 DATA 017,032,078,062,255 
130 DATA 055,205,086,005,221 
- ão DATA 033,224,171,017,031 
150 DATA 084,062,255,055,205 
160 DATA 086,005,067,0680,050 
170 DATA 17 TA 50,4 95.1 37,4 a” 
Type RUN then de each line 
and type: 


1 CLEAR 238 ep 


USA 23206: 
2IMT 


rá utimime gm 
DOMIZE USAR 


start the Con Quest tape. 
NOTE: DO NOT “N EW' "THE 
FIRST PROGRAM. 
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| DAN DARE 


The Mekon in Dan Dare às | 
threatening al sorts of nasty 
things again. And poor old Dan 
is all on his own, without even 
his trusty friend Digby to help 
him. H you're going to stand any 
chance of stopping that asteroid 
colliding with mother Earth then 
you'll certainly need these || 
| POKEs from my chum Phil Chur- | | 


CORE SLEVEL TWO | 


Pt à plrie el páqiéro Re orargênl aherr eúusjuite 
nã dana Crlindor 





















Fil de ted dá pod ton 
DE = qua cárrd 
DE o drerado 









infinite time, line 120 gives you 
infinite ammunition, line 130 lets 
peu fall as far as you like, and 
ine 140 stops you gb É cr in 


prison in sector three en a 
nasty gets you. 


jp, UTM : : ; À z 
| Hattsr7 | Barterer o Mavisty Herieri PIFANT) Mmiters 
mm | Alien | | Naa 





 chyard, RA ego 
= A pah ques nara 
10 BORDER O: INK O: PAPER O: ao E ana quprr “Fou cam rtako DE vi eh pou 
efe PD À pie a qa "emo o tr 
- Big Abe mt” gola 
30 FOR | = 23296 TO 23311 Piá mg ti 
40 iria a: POKE ia NE = A mera logia 
50 NE | 
60 PRINT = 1, AT 0,6; “START darei a ga ã 
DAN DARE TAPE” homi. mperad deúr from que sedtinn teotho meat 
TO RANDOMIZE USA 234206 ” rh chi cab Bs ni To ppra THE Odgura 
BO POKE 65326,201 a 
90 RANDOMIZE USAR 65032 
100 POKE 47710,201 — = 
110 POKE 46885,201 Al tbm | = 
120 POKE 43526,0 Plant LOM Lace | E 
130 POKE 42853,0 Sia e, 
140 POKE 42111,0 Pede ES peito | 
150 ARANDOMIZE USAR 359000 E Rar : | = 
| 500 DATA 221,33,171,253,17,9,3 - | Er EE 
SO DATA 62,255,55,205,86,5 at Se Dr | É a 
520 DATA 48,241,201 | nã entao Pao E 4 
Lina 100 gives you infinite [em meti e ey — po ni 
energy, line 110 glves you | Als Mi] E ma 





SPELLBOUND 
(Yet Again) 


After last month's Absolute No 
Quibbling Solution for | 
Spellbound, I've received a || 
couple of phone calls informing | | 
me that after all the trouble I've 
gone to, people are still puzzling 
over how to get past the tower. 

Luckily Chris Edge from Wal- 
lasy in Merseyside wrote in with 
the way to get around it. 

In order to get past the tower 
on level four you must have the 
two lumps of brickwork. To get 
the bricks take Eklrand to DG 
and after he has destroyed the 
wall two lumps of brickwork will 
be created, one on either side of 
the hole. Take them both to B2 
and drop them both. Pick up the 

| lower brick and leave the other 
| one where it is. The brick which 








Pi HottErcaf Iisem 
FÊ = opa crê 


Bate Uh] me Carpodimi 
gatectplto Catia! 


mis e es TERES. 





À greiade 








Pa = dobên dr matehes 
you've picked up can be used to Br A a Rn 
cross the pit in E7 along with the | Ena é RE P 
| platform which Samsun throws. 
Chris also goes on to say that 


Urenáilio HLLIa Hobpr 






jumping at the pictures in the 
gallery will give you an extra 19% 
of score and without collecting 
these extra points it |s impossi- 
ble to get 100% in the game. 





Em 


= 


Je. 


Hope the tips and POKEs this month were of help to someone, Às 
usual all contributions greatiy received. How about some stuff on 
Scooby Doo, Nexor, Paperboy, and Trap Door. In fact anything you. | |. 
like. There will be the usual rewards up for grabs, you lucky Tipping, |1 

Mapping and POKEing people. Also if Peter Roe who drew the Action || 
* Reflex and Ghosts and Goblins maps last issue reads this could he 
* please get in touch with me as I've lost his address and need à 


Às always send your mail for my attention to HANNAH SMITH | 
(ASSUREDLY THE ONLY GIRLIE TIPSTER) CRASH PLAYING TIPS, 
PO BOX 10, LUDLOW, SHAOPSHIRE, 5Y8 1DB. 









; 
o ol Dna 


Let's hope that that really is the 
last FIl hear of Speilbound. Ever 
(scream).... 








o! 
Mal. 
EE Lc E 









des, 





TOP statement in 
POKEs work 


p 
Rd ie 
a 


di. 


ST ISSUB. Also | a 
food advicethatifyou you know... 
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price, Dut you can 


url dor À | EMI af ibio mannikio aalasntiar nana dil as 
you order ALL FOUR of this month's selection — we'll s/ 















there willbe a fiflhclas- 
| sic title ABSOLUTELY 


who buy all four of the 


month's offer ! 
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JASPER 


This is a twenty-two screen arcade adventure 
which includes platforms and Jet Set Willy 
type ropes as well as a host of nasties to 
avoid. You play the part of Jasper, super 
mouse extraordinaire and have to scamper 
round collecting and using objects in order to 
complete the game and travel through all the 
screens. Awarded a CRASH Smash back in 
November 1984, this game was written by 
Derek Brewster ... you know, the fellow who 
writes about adventuring for us! 
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3D TANK DUEL 


The trio behind reAaLTIME began to make their 
mark as masters of 3D techniques with this 
Battle Zone clone, Arriving after Rommel's 
Revenge and 3D Combat Zone this version of 
the arcade classic was adjudged the best of 
all by the CRASH reviewing team in August 
'B4. Wire-frame graphics on the Spectrum 
havent been quite the same since this game 
was launched — rated 83% Overall Tank 
Duels a game no self-respecting Battle Zone 


- arcade master should be without. 
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You Want 1 
Fina 


| largest Range .. 
| of Software ic 
You 


ço | Could Ever 
= | Wish For! 


eee mem 
z t de 


N 


Sie Ar ni am GU o 0 PNR SN ao 


5 aca SING mo E e Mi po 1 Eras RENTE CRASH IL ORDER FORM 
Telephone Ludiow [0584] 5620 


subscriber No ai 
DES o À ARDER RR a aaRo Please send me the following items: BLOCK CAPITALS please! 


Pa fa [| Please note: some software reviewed may not be avallabie until its release 
pottcoro te ceresto co cocceeccco date. If you are in any doubt about avallability. ring first. We 
cannot be held responsible for delays resulting sa late or non-release of 
io when reviewed or previswed before their official release dates were 
known. 


AI prices are as quoted under review Please make cheques o Sub Total; E 


O knenam retas peices ari incide VAT CR to 
makes no charge for post and packing inside the LTD, Piease Less Discount: £ | 
UK. Customers in Continental Europe shoula do not send any coinage. 
add the equivalent of ?Op per item ordered. r 

Outside Európe, please write first-s0 that we otal enclosed: E 
may advise 01 postage rates. 


CRASH MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYB 1DB 


Please do NOT enclose this form/payment with any other correspondence to CRASH Magazine editorial, as ht will only 
delay processing your order and may resuk In loss. 
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Destructon is the name of the 
dn 'g latest oMer- 


which is waitin Pig to 
attack and your craft to 
AMbUHILARE all resistance. 
manage to survive their 1 PABERS. 
and BEFENGE systems then you 
can hold your 
return home a MERO. 

will be yours. So head for the 
scaRs (twinkle twinkle) and 
LAUGH (ha ha) in tha face aí 


Below is à specially adapted 
di square designed by your 


ever faithful minion in the etemal 


up high and 
VEEHP ES 


struggle to bring you lot lots Of 
freebies, This time those cheertul 
chaps down at MARTECH are giving 
away 50 coples of their game 
WaR, which is previgwed this 
month along with five aa stylish 
MARTECH T shirta for the first five 
entries pulled out of Graeme's Doc 
Marten Boot. Once you have 
found all 14 words pop your entry 
into an envelope and post it off to: 
WAR, CRASH MAGAZINE, PO 
BOX 10, LUDLOW, SHROP- 
SHIRE 5Y8 1DB. Get them in by 
October 23rd and you'll soon find 
yourself going to MAR 


MY GOD IT'S WAR! 





» RAS Baroom! 





CRASH WAR WORDSQUARE 





rbplopão mo cp 


NAME CET CILISSTCTETETICIETEESETIIICCETEEETETET] 


RASA ISA LO ITU 


CISTETI LAIS SIE TITE TECTO ET TE 


dE SS PES CA DD RD RR sido PRESSE ES CRESS CO COCO O O 


POSTCODE . E o 1 


e” E E dm ser -— o 
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PREPILIEL] CECIL IS ITR TI TITE TI TETO ICT CICLISTAS 


CICS EI CICS TE TEIA 
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MAKE SURE YOU 
TRAMPLED IN THE 








This month sees a slight quietening of activity on the dnuico 
SUA front — the Editor of the Journal has 
nipped off on her hols, and theres no Journal for subscribers this 
month. (BO0!) But the good news is, there should be a mega poster 
from PIRANHA as well as an A4 WAR posterette courtesy of MARTECH 
included with the copies of CRASH sent to owners of a MYSTICAL 
ESTILO. (HURRAH!) 
ext month, normal service should be resumed on the journal, but 
for now we can offer a tempting array of US GOLD and ULTIMATE 
goodies if you haven't yet got your very own 
SCRIBER NUMBER 
+ veritable stack of software hits, some Old GOLD, some bright and 
shiny GOLD are on offer — if you subscribe this month for the very first 
time, or want to renew the power of your ELTEIIAT SUBSCRIBER 
UU TAA for another twelve whole issues of the CRASH course 0 
wareology, then now's not a bad time. You can choose ONE game 
trom List A or TWO games from List B when you send Guru Denise that 
chequipoos for E 14.50 
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 aacscan co name one ooo seeneen o oesonsananana caca , a | 
| Dear Guru Denise ; LISTA — TICK ONE 


p I've been busily ticking boxes to tell you what Pd like you to do for me: 
7 a e | 
1]! would love to take advantage of this GOLDen offer. | would like [ IWINTER GAMES 


p you to Rea quiet chat jour comp pato issue me with a [| PENTAGRAM 
personali REUEAS EE SEO EIS as soon as you KI | 

q can | would like you to send me CRASH every month, starting with | |KUNG FU MASTER 
Issue NO... (But | realise that you need to have received this by 3rd 


à October if my subscription is to start with Issue 34. OR 
1 have ticked ONE box against a game from List A OR two boxes 

Lrom List B and would like you to arrange for Auntie Aggie to send my 
1 gameis) to me in a jiffy bag, totally separately from my first copy of 
ICRASH. Aggie's eversuch a busy girl these days, so | realise it might | 
Etako a little teensy code bi q À gripe sadia Area per ad oata 

E cheque or postal order for £14.50 m payable to NEWS - 

à PUBLICATIONS [ ]BOUNTY BOB 


IS EESIANt 








- a CIBRUCE LEE 

E | already own a RSRS DESSES IA, dt is very [RAID OVER MOSCOW | 
idade [SPY HUNTER Ef 
(NO: ceeereeeenaneeeomenamaorenetatenasamesameresaceeresaeiamaceeternstassetssseio sin e | JTAPPER |] 


But I'd still like to increase my US GOLD collection. So I've ticked | JIMPOSSIBLE MISSION 
EITHER one game from List À OR two games from List Band would [ |BEACH HEAD Il 
Eike a iiffybag full of goodies to come winging its way to me, SO here's 
Ea cheque or postal order for £5.50 made payable to NEWSFIELD 
| p PUBLICATIONS. 


| 
a 


| RSS TES a ER NS 1 | 
E My MYSTICAL SUBSCRIBER RULEIaÇO is well poorty. His: 
| 


E pai NEN ES do ro AND I LIVE AT: ...sseeneess 


| 

and F'd like you to recharge it Guru D. So here's my cheque orpostal iii iiceasemiesenesenestuensecenerresanineo 

y tor £14.50 and l've ticked EITHER one from ListÃ OR two Eneas] CERTIRLELISS SITIO E 
pgames from List B. | ur nd ir'il probably take Jiffybag Aggole a 

pwesk or so to get podies off to me. Meanwrhile, please try and .............ssissessramecsnasos E RE ARES O 
profresh my ELNEAMs SESI as soon as you 

qcan — | rea se that ff you don't receive this before October 3rd Il 

qhave to wait till Issue 25 before my Course of Softwareology starts ..sesssssaessesseseeme POST CODE ......... crer in ao rolava Sondas a 
p Srriving the the mail again . . , | 


CIA TETETETESII LIES aÃ 
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EX SPECTRUM 


BACKNUMBERS 
Fill That CRASH Gap... 


3:AprilB4  GMissile Command games Living Guide Code Name Mat 


d:May B4 OThe Quil WilityOGraphics utiliticsOMicrodriveO'Pengo' 
gamesO Living Guide 


10:Nov B4  GBatilefield Joystick — comparisonsGDeus Ex Machina 


17:Jun 85  GDenton DesignsOFrankicOSpectrum surgeryBSinclair Story 
HA Knight Lore Map 1GUnderwuride Map 20 Tape to Microdrivel Leonardo 
Graphics utilityfbDatel sound samplerBArtist: David Thorpe 


1B:Jul 85 GGremlin Graphics profile Artist Bob WakelinSinclair 
TW6Tape MagazinesBLeonardo utility part twoPCRASHBACK looks again at 
games in issue 86Gyron Map of AtriumBModams round-upQGAnd the cover 
that had the Jehovas Jumping! 


19:Aug BS  GMITHOUT PAGES 123/124125 and 126. WITH:GCAL 

Profile Pull out Oliposter — Fighting Spectrum QMirrorsofi ProfileBinside 
the Timex 20686 Round Up of BASIC compilers60n the Cover Artist Rich Shen- 
feldeMaps of Dynamite Dan and Shadowfire 


20:3ep 85  GALIEN B and DUN DARACH mapsGElectronic Pencil Company 
ProfileBPart Two of BASIC Compilers Round-upO The 64K Spectrum Design 
Design Astoprofile, Part 16Rod Cousens interview 


21:0ct 85  GPrevicws o! MARSPORT, ASTROCLONE, ELITEGNODES OF 
YES0D mapOHolografix profile — how to make a HologramBCrashtionnaire 
analysis8Platinum Productions profile 


22iNov 85 Feature on small computer magazines — looking at the 
oppositionfeMicrodrive tips and hints in TECH NICHE and part two of the fast 
storage feature Susan Rowe is on the Cover&An inside look 5t Fantasy 
Gamebogks 

£3:Dec ES  QWisil to Melbourne HouseBMinson goes Surfing The Design 
Design autoprofile endsComputer graphics feature — On The Cover is Dave 
Besson from Central TVBScary cover and Scary Preview of Friday 13th 


Xmas 1985/6  60n the Cover Special — our very own Oliver Frey occupies 
five pages Profile of the Gargoyle Games crew O Lloyd's Lookback, 1985 revi- 
sHedOHewson Consultants profilebShort storyOFestive Fun and Frolics 


25:Feb 86  QGDurell — the profileBA chat with the Microsphere 

team Double Dose of Jetrnant&Gremiin Graphics bring a Ninja to the Spec- 
a NICHE looks at a FORTH add-on and examines extensions to 2X 
26:Mar B6  GSTEBRIDE'Ss Profile A first look at the Spectrum 1280Mic- 
ronet 80MMBRomantic Robof's Multiface One under scrutinyQ Diary of 2186 


27:Apr B6  GMassive 23 page Playing Tips Supplementi 1985 Readers 
Awards results(eMe! Croucher interview imagine profileGRound up of (28X 
gamestdA visit to the first Play By Mail convertion 


2B:May B6  Glpdate on the Fanzine sceneiBMARTECH profile and 
PLANETS preview DIY Composite Video InterlaceO Inside Cheetah's Spec- 
Drum BFRONTLUNE Mini StrategybackBCRASHTIONHAIRE 85 analysis 


29:Jun 86  GFirst PBM MAILBOK and CRASH GALLERVESpecDrum list- 
ingGHomegroum sotiwareBREALTIME profile Compilations com- 
parede Maps of CFLU, SIR FRED, SABOTEUR and Parts 1 and Z of TANTALUS 
SO: Jul 66  GMore CRASH/RAINBIRD GalleryGMore Homegrown 
Software THE BIRTH OF À GAME: some early entriesOGood Games by 
DESIGNHO Luna Jetman retums 


Issues 1, 2,6,7,8,9,11,12, 13, 14, 15, 16 are now out of stock. S0RRY! 

Back issues are going fast — better get your orders in quick. 's probably 
worth telephoning if you want to order sarty issues, as we're getting short. And 
if you missed Essue 19, we can now complete the gap in your collection with a 
trimmed down version, which has a tastetul sticker added to the front cover 
announcimg the fact! 


BACK NUMBERS SPECIAL OFFERS 
O Any three or four issues ordered at the same time 
— Op off total 
OFive or more issues ordered at the same time 
— 2Op off each item. 


PRICES o 
inchudiay 
ALL BACK ISSUES NOW E1.20 [E 
Pê except 1985/6 CHRISTMAS SPECIAL | 
wiich is £1.95 and includes à giant poster. 
Qúverseas orders: E2,00 per magazme 


DR] à 
e e er discounts stiN appiy, so get im quick! 


Name dem moema o RO O O O a SR O O OL 
iitress STEREO O O ii ia a cm cm a O o SS A SO O O A A 1 O O A o Bia 


dei e O O O ROO O OO O A A o a a q CC O O 


Pos Coda CETTE ITA E] Tal No CLICA LSIIETIEILS TIS SIS TIC TIS TIETE TIC TTEToCITTaToM 
4 would ilko to order tha following Issues: 


OC ONOorODAagane202ao 
Pimas Special 1986 []25[7]26[]27 [7] 28[7]29 [7] 30 


Number of issues ordered 


Less discount H applicable 
Total cost £ 


lenciose a Cheque or Postal Order for the TOTAL 


DO NOT pay in cash — cheques or postal orders only please, made 
payable to NEWSFIELD LTD, Please don't include any mail order 
requests with general post for editorial, competition entries and so 
on, as it will almost certainly cause delays. Include your phone | 
sir nn | can sort out problems quickly. Send 
orders to the address b Thank you. End of Public Service 
announcement. ... 


BACK NUMBERS 
CRASH MAGAZINE, PO BOX 10, LUDLOW 
SHROPSHIRE SY8 1DB 











THE PERSONALISED ST CLIVE 


Text from the first prize winner... 
to go with his 3t Clive Medallion 


Can turn any menial into a 

gleaming medallion man! Sim- 

ply bare chest and hang it out 

| (The MEDALLHON!!) 

tis a one off design, made in 24 
arat gold and finest platinum. 

Studded within are African 


ã 
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PCW SHOW FREEBIES 


| laghan, Como Rd, SE23 2JW; 


Those winsome winners of 40 
ireebie tickets to what they cor- 
rectiy answered as being the 9th 
POW Show, will have already been 
“andgone by the time they get their 


sweaty little mitts on this issue. But | 


just so they're not disappointed by 
not having their names repro- 
duced, here's a list of the lucky 
forty: 


J Khan, Ellesmere Ad, B'ham &; 
Tom Oliver, St Mary's Way, SGT 
BJF; Mark Bettis, Shire Close, 
CM1 5FN; Christopher Stone, 
Abbexhill Ad, DA15 9AX; Mr H 
Jones, Fountains Garnh, RG12 
4RH; Paul Taylor, Holme Close, 
ALIO 9Q: Jamie W Cook, 
Sarum, Berkshire; Noel Chiftini, 
Middlegate Rd, PE2Z20 1AR; Nick 
Laslett, Chislef Forstal, CT3 





BH7 7TRW; Paul Johnson, Lucey 
Close, AG3 6FF; Mr G P Craig, 
Finlow Terrace, DD4 9NQ; MJ 
Parker, Western Way, SG6 45R,; 
Paul Johnson, Milton Crescent, 
RH19 1TL; J Clayton, Mayfield 
Ad, Cheshire; D Platt, Hawks 
Hill, SLB 5J0Q; Andrew Cal- 


CU ELLE 
+ 
dad E Per o EE E] Est pe | e 
Sia Bo ar | Es 41 =] E = 
cgi ad ir O O 
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The Saint carries à Speccy of sorts across tho river of troubles. Glimmer Shine Glistan 





- Philip Hancock, Charlemont Rd, 


4DT; Paul Reeves, RegentDrive, | 





| diamonds and randy red rubies. | 
Trouble is, itturnsyouinto a gib- 


bering bankrupted failure if 
wom in the bath...! 
itcomes complete with an 


| economy tube of gin-flavoured 


EXTRA SPARKLE! 


Only £4,000,000 


Kenson Low, Langham Gar- 
dens, HÃO 3RG; Andrew Dudley, 
Kingston, BN7 3LW; Gavin 
Cameron, Cruickshank Cres- 
cent, ABZ2 9B5; Andrew Cal- 
laghan, Como Rd, SE23 2JW; 


ES 4HE; Adam Vaughan, 
wWihittlebury NNi2 BXOQ; 
Richard Haslock, Dial Mill Rd, 
BS21 TEW; David Prescoti, 
Minard Rd, SES INR; ElliotRose, 
Clayhill Avenue, 1G5 OLD; Chris 
Lewis, Oakhill Rd, KT21 2J6; 
Anthony Stephens, Ralph Rd, 
B'ham 8; Jamie Eastman, Stoke 
Lane, BS9 3DN; A Ellerton, Love 
Lane, DY82DA;L Phillips, Bower 
House, Birmingham; Paul Har- 
grove, Selwood Way, HP13 5XR; 

r Siuwah Li, The Woodlands, 
NiZ O0DU; Paul Laslett, Tudor 
House, CT3 4DT; Nicholas Hart, 
hÁiredalo, W4 2NN; 5 Brayley, 


Akram, Shelley Rd, OX4 JEA; Mr 
Vinh Quan, Milner Square, Nº 
4TW, , D Martin, Munster Gar- 
dens,  Ni3 5DT; Malcolm 
Stewart, Palk Walk, CH2 2EH. 


RIZES 


WIINNERS Es Ea 





Redway Drive, TW2 7NN; Khalid | 


| tips 







O sn 


JUKE BOX 


The Dynamite Dan !l comp 
attracted a lot of entres all of 
which showed a fairly comprehen- 
sive knowledge of music. The first 
name out of the minlon's hat 
though was Miss T Robinson of 
Leighton Rd, Hove who will have 
received her jukebox at the POW 
show - presented by Captain Kida 
himself and Pat Bitton Of Mimorsoft. 
|onhy hope that they offered to give 





| Craig 





her a hand to get ithome. The run- 
ners up will all receive a set of the 
top ten singles. 


RUNNERS UP 

N Tarbox, Elmshot Lane, SLI S0Z; 
A Morgan, Ward Place, 
NG1a SRF; W Van Rest, Hanbury 
Ra, B93 8DN; Tommy Carrie, 
Forth Crescent, DD2 4HZ;M Harrl- 
son, Maple Close, 5051 BRAZ. 


128 SPECTRUM WINNER 


Quicksivaoflered a 128 Speccy as | 


first prize for the person who-gave 
the right number of lock units on a 
Tantalus Map. The most numerate 
bod, who came up with 32 as the 
correct number was Anthony 
Cawood of Daleside Avenue, 
LS28 BHD. The ten runners who 


will receive à Quicksilva games pack 


are 
DA Smith, Chichester Ra, DN35 
OJJ; Simon Tiamey, Crawford St, 


MINION 
STRIKES 
BACK - 


CAL and ST BRIDES came up 
with a competition with which to 


| get my own back on the pune 


pranksters in the Crash office. The 
winner was Richard Palstow wNho 
must be feared by most of 


| Dimsdale St, 5614 1PH after 


sesing all the fiengish ideas for 
revenge he gave mg, An enourm- 
ous joke kit will be sent to him and 
runner up jokette kits will go to the 
following. 

JOKER ES 

Stuart Garland, Yew Tree Drive, 
BS15 4UA Stephen Grant, 
Osborne Rd, BN1 6LR; Martin 


Read, Love Lane, Hants; Savvas | 


Tombouloglou, Girdlestone Walk, 
N19 5DP: Stuart Hayes, Boulton, 
BL1 3LB. 


WiH 1AL; Stephen Charles, 


| Elston Hall Lane, WViO DHA, 


Andrew Shand, Calder Place, | 
EH11 4LR: Carl Frew, Riverside | 
Rd, OX4 d4uUF; Alison Kent, 
Langford Grove, SN3 1BT; Jeffrey 
Beit, Falcon Lane, Stockport-on- 


| Tees; Kyle Heath, Withertord Way, 


B29 4AW; Adam Muir, Main St, 
Las 2AE; Denise Weeden, 
Chichester Rd, DN35 Odd 








CHOCCY LOKI COMP 


The scummiest competition in last 
issue was set by Simon Goodwin, 
our very own sweet-toothed Tech 
Tipster. He's been known to 
demand several pounds of choccy 
chomp for writing just one page of 
Unforturately as yet 


though, he refuses to work for 
peanuts. The lucky winner who 
ur a chocolate computer is Neil 
Smith of Robert Ave, PE1 34. No 
prizes for runners up in this com- 
petition but then who would want 
what's left over? 
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“x | MEDALLION MAN 


+ Às you can see from the picture, 
Matthew Hook of Bromsgrove, 
ie a St Clive which was just 

ing to brighten up the other- 

wise monochrome existence of a 


| g | Crash team minion and will receive 











a£125 jawelry voucher for his self- 
less act courtesy of RAINBIRD 
and LEVEL 9. The fifty quid sec- 
ond prize went to Claire hie of 
Midlothian who made her medall- 
ion which now adorns the Comp 
Minion's neck. Peter Cousins oí 
Kent took the third prize for his 
dr jewellry and receives E25 
of glittering goodies, 









MINION 





Beautifying a minion is not a task 


| to take lighty and RaNsiAD and 
| LEVEL 9 (who are currently produc- 


ing Jeweis of Darkness) om this 


item of jewellery to bni 


they were offering solid gold prizes 
to anyone who could design an 
en them | 
up. First prize of a £125 jewellery 


a to Matthew Hook of Rocky 
Worcestershire. The second 
prize winner, who will pick up a fifty 


EH22 1NQ and the third prize ofa | 
25 worth of glittering goodies will 


| tô be the case with the non- 


| soon be adoming Peter 
designer Crash team. That is why oming Cousins 


+ was Claire | 
of Shirley Avenue in Kent. 


itchie, of Arthur View Crescent, 


voucher to spend beautifying him- uid sparklies chi 
self at the expense of H Samuels R 


O e — — mes os E 
: = — o O O TT o ns * 
TER — e 


ADVENTURE CHART WRITE-IN COUPON 


Please use block capitals and write clearly! 


My top five programs are: 



































| Send your saUgaa ta; CRASH HOTLINE, PÔ BOX 10, 
| LUDLOW, SHROPSHIRE SY8 1DB 





| | 
| | 
| TITLE VOTE OUT OF TEN | 
| Ta DAN a PoE EN a a nr ER E | 
| 
MR SEM Das DO E Ri REAR o Ho 
| 2 | 
Ea Ra RM DSO: SE ÃO Sae a a Pa e car | 
| 3 
| postcode TSHIRTSIZE =! 
| 
* Sendyour coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 5 | 
LUDLOW, SHROPSHIRE SY8 1DB | 
Daio to AE SS a TR A A Po o AD pc E UA DD A RR y 
[ — = —— — —— ss 2 — — su sos as ri e e —.— — — ss sus e e me e e e e e e e ça e a o o ss o e o 1 
| CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descendingorder | 
| Please use block capitals and write clearly! are. | 
Epa dv e AE RR TITLE PRODUCER|| | 
pABBLESS ces cimss ea SIP q : | 
| Ea Pote LO UA 2 e a 2 | 
* Postcode po ap AN pu RO NOTA RS | 
| TSHIRTSRE . | 
| 
|| 
| 
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FROM NAMTIR RAIDERS, TO 
A BIT OF BOVVER WITH 








BEARS THEN ONTO BAT- 


MAN. .. AND B 


As was so often the case, it all began with a 
ZX81. JON RITMAN was working as a TV 
engineer with Radio Rentals when they 
decided to do some market trials on renting 
out Ataris. Thinking there would be a need for 
specialist engineers if home micros caught 
on, Jon bought himself a ZX81 in January 
1982 to find out for himself what these com- 


puters were all about. 


The bug caught Jon very quickly 
— he spent a week staying up till 
two in the morning, motoring 
through the manual that came with 
the ZX81, then scampered out and 
bought a RAMpack andabookon 


code. 
Within six months, Jon's first 
Gra was complete and Namiir 
rs (Ritman backwards, geo” 
dit?) was launched by artic. Then 
the Spectrum came along and Mr 
Ritman, flushed with the success 
of his firat attempt at serious 
125 programmina, wrote a 
m game — -Uwas 


never released, but his second 
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Spectrum game, Cosmic Debris 
made itinto the shops on the ARTIC- 
label before CRASH appeared in 
newsagents. Three more Ritman 
games were published by aRTIC 
during 1983 — 3D Combat Zone, 
Dimension Destructors and Bear 
Bovver. Bear Bovver established 
Jonas a class Spectrum program- 
mer, scoring 90% Overall in the 
days before Smashes (Issue 3), it 


| waza nighiy addictive platforms 


and lad game with state-of- 


| the-art animation and excellent 


graphics. Mr Ritman was soon to 
referred to as “Ace Programmer" 
on the pages of computer 















“eo E 


magazines. ... 

In 1983 Chris Clarke, one ofthe 
founder members Of CRYSTAL COM- 
pUTING Which evolved into the pre- 
sent day DESIGN DESIGN, moved to 
ARTIC, Working on the business 
side of games software, rather 
than as a programmer. Chris and 
Jon and were involved in the mar- 
keting of Bear Bovver and they got 
chatting about the sort of games 
that should be written on tha Spec- 
trum. They reckoned a good foot- 
ball game was callad for. 

The duo looked at the Commo- 
dore 64 game, International Soc- 
cer, and talked to distributors who 
backed up their theory that what 
the Spectrum needed was a 
decent footie game. Chris had 
been programming onaZX81, and 
after a bit of tr he and Jon 


| decided to go it alone, leave ARTIC 


and write that Spectrum football 
game. 
One week after they started seri- 


| ous work, ARTIG released Word 


Cup Football. Disaster loomed up 


' large.. .ordidit? “We weren'ttoo 


worried, once we had seenit”, Jon 
confesses, 

Jonand Chris beavered away at 
Match Day, confident that they 
could write a highly playable foot- 
ball game. When it arrived, before 
Christmas two years ago, the 
CRASH reviewers were well impre- 
ssed but didn't quite give the game 
aSmash. Amistake. À mistake that 
we all now admitin CRASH Towers 
— more than eighteen months 
after it was first released, Match 
Day still makes regular appear- 
ances in the Hotline Chart and 


EYOND | 





Lloyd still gets the odd nagging let- 
ter, saying the we under-rated it 
way back in Issue 13! A definite 
classic... 

Jon's basic approach to writing 
a game explains, in part, why 
Match Day is still so popular. “| 
don'tiike games with difficult con- 
trois — it's like having an adventure 
a cogu understand toedpándo 
ike producing a good game, an 
I'm a pertectionist. One of my 
specialíties is playing games, | 
suppose, and | get annoyed if there 
are too many controls toa game or 
ff it's not fun to play. | get really 
aggravated, so when it comes to 
writing à game |take a lot of care in 
getting the feel right.” 

Jon starts a new programming 
project by planning the gameplay 
— SOME programmers are prog- 
rammers first of all, and tend to 
writa for their own technical satis- 
faction: they're keen on program- 
ming and gameplay often comes 
second. Simon Bratell, Of DESIGN 
DESIGN Works that way round, and 
finds a game to go with a techni- 


" cally excellent programming feat, 


“build the gameplay first and 
then fit a story around tt in the last 
week, People who just write a 
game to a scenario have got it all 
wrong inmwy opinion... weended | 
up spending nearty all the time get- 
ting the gameplay right on Match 


Match Day was very successful, 
which took some of the financial 
pressures from the Ritman bt 
and Jon found he could afford to 
work at a more leisurely pace, “1 


im fashion om his 


saw Krught Lone soon after 'd 
finished work on Match Day and. 
decided “this is the sort of world | 
like tosee a game in-— It's just like 
playing a Disney cartoon" " The 
germ of an idea that became Bat- 
man nearhy etghteen months later 
had been sown .. . Serious work 
on the new game began around 
Easter last year. | 

Jon worked with a friend of his, 
Bernie Drummond on the Bat- 
man project — '' Bernie used to 
draw just for fun,” Jon explained, 
“and asked him if he would be 
| interested in doing some graphics 
for me. He agreed, and let him 
have a copy of my drawing utility 
for the Spectrum. Acouple of days 
later he came up with the first Bat- 
man graphics. 

“Bernie works in an unusual 
way —he justsort ofscribbles ran- 
| domly on the screen and then 
looks to see what's there. lts a bit 
like the Rorschach test, where 
people are shown ink blots and 
asked if they can see pictures in 
them. Bernie might spot some-. 
thing that looks like, say, an eyeb- 
row and start building up a charac- 
ter. Two hours later he's got a 
finished graphic! He's a perfec-. 
tionist too, though, and can easily 
spend a day changing a couple of 
pixels.” 

Batman took an awtul long time 
to write. “Itend to work in intense 
spurts," Jonadmitted, “Idon'tlike 
to put a problem down untilft ts sol- 
ved. And | did have three months 
off between August and October 
| last year — | just wanted a rest... 
There was a one month delay over 
tha licence as well — Batman is 
not a superhero — he's got no 
superpowesrs — he's a detective. 
The people who own therights are 


n, with the 


very careful about what they let 
people do and everything had to 
goto the States first for approval.” 
Batman wasn't a stunningly 
original game in terms of concept, 
but it fared very well at the hands 
of revigwers — pi game has 
appeared on t pectrum, 
tetra Amstrad PCW and on 
the Einstein. “tis difficultto create 
something different. There are only 


three of them are down tO ULTIMATE 
— | have got a lot of respect for 
them. As games designers, Chris 
and | are always looking for new 


| directions in terms of gameplay 


butit is difficultto move offin a new 
direction. I'm not an innovator —| 
taka a synthesis of good points. 
With Batman, take a room for 
instance: everything you need to 
solveit is inthe room. | try to design 
a game for everyone, for the 


games buying public. Igetalotof | 


satisfaction from writing a game 
and pleasing people — although 
the money's nicel”, Jon adds, 

“Alot of people spend six or. 
eight months on a game and then 
two or three days at the end, put- 
ting the rooms together. The end 
resultmay be technically good, but 
the gameplay is often bad — 
people seem to get fed up with a 
project and want to get itoutofthe 
door. | can never realhy tell how 
long itwilitake to complete an orig- 
inal game. In the last week of the 
project | get some friends along to 
play the game and thenalter it — in 
tha case of Batman, | swapped a 
lot of rooms around when my 
girtirignd had played it. 

“Fs difficult to remember that 
not all players are experienced 
game players, and not everyone 





Batman for instance. | need to 
watch someone who's never 


| played that sort of game before — 


the most simple problems take 
some people ages to work out. 
What of the future? Nowadays, 
the team or project approach with 
lots of people co-operating on a 
eg game seems to be popular 
with some companles. Could Mr 
Ritman find himself in a staff job as 
rtof a team, rather than a free- 
ance working at home in front of 
his Micro Mimi development sys- 
tem? “No, The trouble with the 
team approach is that the game 
designer doesn't know the limita- 


| tions of the programming. | enjoy 
six or 80 basic types of game, and 


being a jack of all trades, playing 


| theintellectual/technicalrole if you 


like, as well as the creative side. | 
look at the market an then add 
technical expertise. 

No doubt Match Day fans have 
already spotted the Match Day 
challenge laid down by Chris and 
Jon — we should be inviting a 
selected few high-scoring readers 
to Ludlow for a play off against the 
programmers in the next few 
weeks. Jon and Chris still play 
Match Day themselves, but 
against humans rather than 

ainst the computer: “| can still 
io Match Day against a human; 
it's no fun playing Batman or 
Match Day against the machine 
any more. In the next football 
game | hope to have the machine 
intelligence at a level where won't 
be ableto beat it... 

Nextfootball game? Yes it's true! 
The men who brought you Match 


| Day are currentiy working on a 


football simulation which has the 
working title Thres and In because 
the gameplay follows the rules of 
Three and In! Bernie Drummond 
has been róped in to help on the 
graphics and Chris and Jon hope 
to have the game ready in time for 
this Christmas. There will be two 
players tô each side, and the ani- 


" mations are going to be large. At 
has seen Knight Loreinthecaseof | 


the start, the first task is to pick 








your team — the computerised 
footballers each have their own 
playing and passing skills, and the 
choice of players will influence the 
outcome of a game. One, two or 
three people willbe able to play. F's 
early days in the development at 
the moment — but Jon is keen tó 
get as much realistic detail into the 
game as possible: the players will 
run around looking behind them, 
for instance. 

“wanted to incorporate 
machine intelligence into Three 


and In", Jon explained, “butlwas 
a bit scared to begin with. Then | 
sorted out a few | of code 


which basically Instructed the 


| computer player to run for the ball 


and then kick it. Thirty seconds 
after the little program had been 
loaded, it scored a goal against 


| mea. | taughed for fifteen minutes 


Foot and Mouth is the other 
game currently under production 
at chateau Ritman. The game stars 
the twonhalves of a symbiotic crea- 
ture — Foot, and Mouth — and 
they look like à human being split 
at the waist when they are 


| together. F and M have been split 
| apart by an evil being, and the ulti- 


mate aim |s for them tô reunite. 
Each half the the composite crea- 
tura has special abilities and there 
will be two control methods in the 
game, one for Foot and one tor 
Mouth. 

The game is going to use the 
same 3D viewpoint as Batman, 
and will be room-based, onhy this 
time Jon is aiming for at least three 


“hundred rooms. Three kinds of 


puzzie are planned for F&M — one 
kind of puzzle that Foot can solve, 
one that Mouth can overcome and 
a third that can only be solved by 
Foot and Mouth together, once 
they have been reunited as a com- 
posite being. 

Two games from “Ace Program- 
mer' Jon Ritman in time for Christ- 
mas! Now there's a treat for Match 
Day and Batman fans... 
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at a couple of books 
from the BABANI sta- 


bit of delving into the 
works of DATEL's 
sound sampler and 
rounds up some 128 
musical software. 


: "Neximonth he reports 
on a micro music show... 





es or48 into 128 it 


As one or two of you have been at pains to point out to 


| me (and as our TECH TIPS wunderkind has explained) 
| not all music software and hardware runs in the 48K 


mode of the 128. What is needed here, | thought, is a 
swift roundup of the more common music utilities and 
a bit of advice on what to do if yours won't run on your 
newily prized 128. Just for good measure I've thrown in 
some previews of what will be happening on the 128 
music field. 
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MACHISMO AND 


THE ART OF ZED8O 





|f you were born with a soldering 
bit in your tegth and spoonfed with 
flux, then RA Penfold has written 
just the books for vou. Computer 
Musie Projects and MIDI Projects 
are two short but densely-packed 
books full of techno-speak regard- 
ing the construction of add-ons for 
the Spectrum, amongst others, 
that will turn your computer corner 
mto a mass of hi-tech spaghetti 
inside a week. 

The music projects book is 
roughly in three sections. One 
deals with older synthesizers and 
how to Dulld interface devices that 
use the control voltage infoutput 
of the synth as a controling 
device. The second section gives 
a series of projects that build up to 
form the component parts of an 
electronic (analogue) drum kit, 
again micro controlled while the 
third gives ways of building your 
very own sampler and, albeit a bit 
crude, a digital synthesizer. There 
isa final chapter to this book all 
about MIDI the author obviously 
thought the better of this and, 
became the first chapter in his next 
tome MID! Projects. 

This popular (well à is in two 
books!) chapter deals with the 


SS 


basic format and protocol of MIDI 


and its modes. À sad omission 
here is the lack of a complete 
breakdown of codes common to 
all MIDI instruments. The rest of 
the book deals with building a MIDI 
interface and how to interface 
MIDI. instruments, All fascinating 
stuff, | hear you say. 

As we all know, the big thing with 
all interfaces is the governing 
software, and here the inventive Mr 
Penfold is horribly thin on the 
ground. A novice could have the 
impression from reading this that 
al a MIDI program for real-time 
sequencing needed was about 


| eight lines of program, Although 


the author does sort of explain 
what is needed, the coverage 
given is very very simple as 
regards the programming. 

| susgpect that the tun tg to be 
had getting around all the 
headaches that do-it-yoursell 
electronics plus programming can 
give vou. Both these books are 
published by Babani Books Ltd 
and cost £2.95 each. Interestingly | 
enough, the Computer Music Pro- 
jects book has a copyright of 1885 
-—- 50 ft is obviously a return to Vic- 
torian Values for these circuits. 








——— — 
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MORE 128 SECRETS 











BREAKING NEWS 


In July | printed some tips on dis- 


| abling the Spectrum BREAK key. 


I've had a flood of letters saying 
that the best answer Is KE 
23613,82. That makes the Spec- 
trum ignore the BREAK key com- 
pletehy — but, as | suggested orig- 
inally, it's not much goodin serious 
programs, because it loses its 
effect after GO SUB, RETURN, 
RUN and CLEAR, and it probably 
won't work at all if you've loaded 
bb, into the top of memory. 

Mark Jones came up with the 
best compromise between this 
and my original suggestions. His 
code causes tha computer to reset 
f BREAK is pressed, CLEAR and 
RUN disturb it, but GO SUB and 
RETURN work fina. 

Mark's tip overwrites the 'retum 
address on the stack, which It 
finds by looking in the system vari- 
ables. Unlike the others, It works 
when there's code in the top of 
memory, as long as you CLEAR 
space before you execute these 
linas; 


LET TOP = PEEK 23730 + 256* 
PEEK 23731-3 
POKE TOP, O:POKE TOP + 1,0 


You can make the computer run a | 


machine code routine, instead of 
resetting, if you put tha address of 
the routine at T and T+. This can 
be useful if you're using a Dit of 
BASIC to save and load informa- 
tion from a program that's mainly 
written in machine code. 


This month Simon 
Goodwin passes on 
tips for 128 owners, 
programmers, Spec- 
Drummers and joys- 
tick junkies. 





AND SWEET — 
Tips Galore 





STEREO 
SPECDRUMMING 


I've been plaving aah the syn- 
chro' feature of the SpecDrum 
recentiv — this lets you Control the 
timing of the machine with 
recorded clicks. If you've got a 
multi-track tape recorder you can 
build up stereo drum patterns VEry 
quickly. I've been using a Vesta 
Fire MRTO, although the trick will 
work just as well with a Fostex A- 

| É) or any other -multi-track reGor- 
der. À norma stereo recorder is no 
quod, because you need at le asi 
three parallel tracks, 

atart off by writing a mono drum 
pattern, containing all the sounds 


Back, n ne | big row 


you want to use. Save the result 
for reference on oné cassette track 
and the timing pulses from the 
opectrum cassete por on 
another track. Then edit the paí- 
tern, deleting all the drums which 
vou only want to appear on the 
lteft-hand” stereo track. Record 
the result on a third track, playing 
the timing pulses from the tape 
back mto the cassette port so that 
the recordings are properly Syfi- 
chronised, 

Finally, re-load the original pat- 
tem and remove all the drums 
which you wartonthe' nght- pand' 
track my. dq Syrnchronise and 
record the result, H you play the 
last two recordings through the 
Right and Left speakers of. a HiFi 
you'll get a brilhant stereo effect, 


Code to replay Specdrum samples. 


1000 RESTORE 1050: BASE = 59000 


1010 FOR | = BASE TO BASE + 23 
1020 READ C: POKE |, C: NEXT I 


1030 STOP 
1050 DATA 17,0, 12, 


Sa, 175, 104, 243, 6 


1060 DATA 9, 16, 254, 62, 128, 134,211,91 
TOTO DATA 35, 27, 122, 179, 92, 241, 251, 201 
1100 POKE BASE + 2, B+4º (T=190 08 Ta 132) 


1110 POKE BASE + 8, 9 


1120 PAUSE O: RANDOMIZE USA BASE: GO TO 1120 
1200 POKE BASE + 2, 8 + 4º (T=130 08 T=132) 


12140 FOR |=1 TO 14 
1220 POKE BASE+B, | 


1230 RANDOMIZE USR BASE: NEXT | 


1240 STOP 








EXTEND SHIFT 8 


EXTEND SHIFT 
EXTENDE 
EXTEND W 


NEW RHYTHM 
METHOD 


If you hate perfectly-timed robot 
drurmmina vou may be interested 
in another neat synchro trick. It's 
easy to change the tempo of a 
whole song but, on the face of it, 
th ere's no way tor the Spachrum 
to give the variations im tempo that 
a Pa drúmmer could produce. M 
Hopkins has the answer! 

First enter your song into the 
SpecDrum, then set vp your cas- 
sette to record in the usual way. 
SBlect the main menu ano tap 
briskly on the F or 5 keys, varyving 
the rhythm as you wish, Every lime 
vou press or release the key a 
short timing pulse is recorded. Tap 
your way through the whole song, 
then play the pulses back into the 
computer with Synchro turned on 
— the drums will play, Resping 
pertect time with the tapping you 
recorded 

MM Hopkins reckons that you 
could get a similar effect by 
recording short BEEF's generated 
irom BASIC, but he hasn't tred 
this yet. 


NEW IDEAS 


Several people have written inask- 

ing about SpecDrum sound editor 
programs. In June | printed a tiny 
machine code routine that lets you 
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O me a 





Dad and save SpecDrum sounds, ing the total sample lenath, stored 
editing them at will, Thecode was in the second and third bytes of 
the bare bones of my own sound | thecode, 
editing program: many readers Beast of all, yôu can change the | 
have added extra features of their pitch of recorded sounds by Miles Jacobson and Stephen Hill 
mn, eta O GI | have written in to ask how they can 
We don't print long listings in the ninth byte cf the code. The redefine the entire character set 
CRASH, and we're not going to value 9 gives the normal pitch; used by the Spectrum, rather than 
change that rule — printing isa silly smaller numbers give higher || just the 21 user-defined graphics. 
way to distribute software. [Il corm- pitches (apart from 0) ane bi é! The first step is to load your cho- 
| tinveto mention what peoplehave numbers give deep soun mm Tha sen character set into memory. À 
| done, so that their discoveries can POKE changes s the Sp standard set contains 96 charac- 
trigger further innovations. Maybe. tho sample is played back ters, from code 32 (space) to code 
| we ll puttogether a Tech Tips Lap 1 s * coul ua be use d to play i2? (copyright). Each character 
one EE) soon, rather like the Play- lutely any sound with definition consists of 8 bytes, just 
ing Tips cassette. . . who knows? HiFi Pere Iy, as “long as you can as for a user-defined graphic. So 
| | As lhe se sound as a E en EE C : | the whole font takes up 06 *B = 
SPECDRUM Jorume Eveis 5. TO coul o dd pri | 768 bytes. 


| liant sampled eff o! arcade Assumin there's nothina 
pames. Of course, on cOrum | q pe 
EFFECTS pç would get the benefit, but andina ria corta E doa sho 
Lots of people want to work the tre apecDrum I& VEry popular, SO Fasano pa pi atont rom loca- 
SpecDrum hardware from their itshould be worthwhila for soma tion 64600 upwards, From now on 
Speclrui ardware from their should be worthwhile for somea- ; 
ELO prog Faris. In responsa to One to produce agame anti &nao- | H Say BASE instead of 64600 TRT 
much pestering Ive written 24 Drum effects. f you play with the substituto whatever address you 
bytes of machine code which can new code you'll quickly realise have chosen. 
be used to play ANY sample how E od this € Qui Ê you've already designed a new 
through the SpecDrum hardware, Use ul font, use LOAD '“'CO E BASE to 
with no need for cHEcTAM'S own load à  Bouna: Then Go TO 1000, | | load it. Otherwise it's a good idea 
software, The new code will work to store the replay routine at to copy the standard font into the 
anywhere in the top 32K ofmem- address 59000, new memory, 50 that you can see 
| ory. Alter the value of BASE 15 what you're doing as you re-define 
The co ui ass um es th at the Is not a convenient cr 30) characters. This code copies the 
| emu Rs Erde= e ais Tan | standard font: 
routine pr nted Hm he ur whenever vou pre rey. GO TC 
| CRASH. You can read the sample 200 will play it back at steadily FORI=0TO 767: POKEI+BASE, 
| from an e or address if you make easing pitch; this sounds PEEK (| + 15616): NEXT 
appropriate chani ges to the di DOM with ra tuneful s0und, like one 
and s ixth cod wtes. Likewisey of the timbales from the Latin kit Finally, you mustforce the compu- 
| play gróups of samples Dy dá pading Lots ofother interestin gefecisare ter to use the new font, rather than 
them one after anotherandadiust- possible, the old one. You do this by POKE- 
ing avalue 256 less than BASE into 
addresses 23606 and 23807: 


AUTOFIRE JOYSTICK WIRING: 


View from solder side of interface circuit board 





POKE 23606, BASE-256*INT 
(BASE/256) | 
POKE 23607, INT (BASE/256)-1 







You can now redefine any charac- 
ter by POKEing addresses from 
BASE onwards. The first eight 
bytes describe the SPACE charac- | 
ter, so POKE BASE + 7, BIN | 
01010101 will put a dotted line at 
the bottom of every space charac- 
ter, and 80 on. 


| — == O 

















AUTOFIRE 


This month's L20of Sony Nare ques 
id nd wih A 
how t q adapt. any 
to Wi ri with utofre Jows 
like 3 ck eai H Y Ou smouia rol 
make this modifk Eaton uniess 
you'ra using an autofire ionstiei, 
and there's no por making ti 
the autoflire already works 

Theautoófire cdrcuit ne ds a tive 
vol power supply in order to work. 
This power must be sent down a 
pin on the joystick socket which is 
not normally used. The required 
pin is the second from the left in 
the row of four, ifyou view the soc 
ket from inside the joystick inter- 
faceon the solderside ofthe board 

| = pitnthe row of four ping below 
the row ofive. 

To make the autofire circuit 
work Jamie just soldered a wire 
ro im the > volt supply on the edge 

connector to tha relevant pin on 
the & back of the board. Thefive volt 
supply is on the lower side of the 
edge connector, on the third pad 
irom the right. There should be one 
Other pad between the 5 volt one 
and the slot in the edge connector. 

The diagram : shows where to 
solder the wire. The orientation of 
tha [OySÍiCk SOC ket may vary 
depending upon the make of your 
interface, but the wire always goes 
to the same pin. Don t connect the | 
wire H that pin already appears to 
be used — you might short out 
some special function of vour 
interface. - 































Back of Socket 








Extra Wire 











SLOT  EDGECONNECTOR | & 


NB The joystick socket may be the other | 
way up on some interfaces 
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Lead the toughest commando squad of all time in a desperate battle to save the World 
from destruction. Time is running out as you fight your way through the Enemy's 


labrynthine fortress. You'll need skill, firepower and raw courage to find and destroy the 
vital computer complex on which the Enemy's terrifying power depends. 


Spectrum * Commodore - Amstrad - £9.95 


























Available 


from your local A 

software stockist. = 

In case of difficulty, direct from John Darvill 

Macmillan Distribution Ltd Houndmills, Basingstoke RG21 2XS. 


Make cheques and postal orders payable to Macmillan Limited and state the 
machine version you want. 
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London South East 


"Chips" Direct Data Ltd, 53 Ru 
Road, Worihing, Sussex BNIL SNB, 
HS SCA 





Ultima, Umt 28, White Lion Walk, 
Guildtord, Surrey. SCA 


Suburhia, 268 Streatficld Road, Kenton, 
Middlesex HAI 0RY, HS SCA 


Fa ag The Blacksmiths. Pro, 
mon, Hi mbe, Bucks HPI4 
4DH, Fi 3708. HS SA 
Software Plus, Liberty Shopping Mall, 
East 5q, Basildon, Essex; 336 Chartwell 
square, Southend, Essex, 72 North 
Street, Romford, Essex; 22 St Matthews 
St, Ipswich, Suffolk: Boulevards, Har- 
pur Centre, Bedford, Beds, 49 High 

eet, Gillingham, Kent. 5 SCA 


Software City, 47 Cheap Street, New- 
bury, Berks, RGI4 SBX. 5 SCA 
Sdough Computers, 245 High Stree 
Slough, Berks SLI IBN. 4 o. pa 
HS SCA 
ahekhana Computer Services, 221 Tot- 
tenham Couri Road, London WIR 
SAF.  01-8003156. H5 SCA 


Saga Systems Ltd, 2 Eve Road, Wokim 
Surrey GUZ21 4JT. HS g 
Readers Dream, 100 Harlington Road 
West, Feltham, Middx. 2» 01-B44 OUTRO, 

HS 5C 


Barry Paul, Leather Lane Music Shop, 
67 Leather Lane, Londor ECI. E 01. 
05 1270, 5 SCA 


Octopus Software, Unit 31, In-Shops, 
High Road, Wealdstone, Middlesex, 
HS SCA 
The Micro Workshop, 12 Siation 
Approach, Epsom, Surrey KTIS RES; 
el, Epsom 21533. HS SCA 
Harlow Computer Centre, 17 Staple 
Tye, Harlow, Essex, CMIB ata 


JKL Computers, 7. Winsor Street, 
Uxbridgs, Middx UBS 1AB. HS SCA 


Games World, 12% Kmg Street, Ham- 
mersmith, London W6 SG. m 01-74] 
4467. HS SCA 


Gallery Software, st Bloor, 140 The 
Arndale Centre, Wandsworth, London 
SWIs. HS SCA 


M. D, Cooper, Computer Software and 
Retail Sales, 63 High Street, Kempston, 
Beds, E OA BSP0iT. HS SCA 


Canvev Software, Harmer Arcade, 
Roman Road, London El. HS SCA 


Canvey Software, Canvey Market, Hi 
Street, Canvey Island, Essex. HS 


Adam Bedding Photography Software, 
57 Mile End Road, Colchester, Essex. 
e 0206 851030, HS SC 


Bracknell Computers, 44 The Broad- 
way, Bracknell, Berks, ROIZ 1ÃAO. 
HS SCA 


Nimbus Computing, 6 Station Road, 
West Wickham, Kent. E 01-777 3160, 
HS SCA 


Discount Software, 120 Lord Street, 
Houddesdon, Herts ENT ENP.HS SCA 


Logic Sales Ltd, 19 The Broadway, The 
Bourne, Southgate, London NI4. 8 01- 
BEZ 4042. H5 5€ 


Virgin Cames Centre, 100 Oxford 
Street, London WIN 9FB., & 01-637 
411 

Virgin Cames Centre, 157-161 Western 
mi Brighton BNI 2BB, fara 


Virgin Games Centre, cio Burtons, 140- 
144 High St, Bromley, Kent. E 4GDAROS 
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Virgin Games Centre, Top Man, Oxford 
Circus, 172 Cidord Street, London WI. 
EE 01-927 7826. 





North West 


Stewart Electronics, 3 Penny Meadow, 
Ashton-under- Lyne, Lances. E (451-339 
DS04. HS SC 


PY,  Microcomputers, 104. Ahbe 

Street, Accringtón, Lancs. HS SCÁ 
MeSofi, Umit 46, Moorgate Indoor Mar- 
ket, Moorgate, Ormskirk, ri 


Mach 1, Langam's, St Georpe's Pre- 
Cinct, AS His SCA 
Lancashire Micros, 89 Euston Road, 
Morecambe, Lances, HS SCA 
pap pri World (LIK) Ltd, 208 Chor- 
ley Old Road, Bolton, Lances BLI 3BG. 

HS SCA 


Book Barpains, MH St Andrew's Road 
South, St Annes, Lancs. 8 SCA 


AM. Discount  Sofiware, HZ 
Marlborough Street, Ashion-u-Lyne, 
Lances OLTOHA. 7 061-33072376. 5 S 


Bm Byte E eins 144 Witton Street, 
Northwich, Cheshire CWo No. HS 
SCA 


City Sofiware, 66 Lime Street, Liver- 
pool LI IN, E SCA 
Computer Games Shop, 3 Roval Oak 
Buildings, Waterloo Road, B ia 
FTSZÃO, E 0253 48738, 5 

The Littlewoods Organisation pl, 
Church Street, Liverpool LIDIAÃO (and 
selected stores), HS Já 
H & B Software, Unit 191, Upper 
Rochdale Market, Armdale Centre, 
Manchester Má 2EB. 35 SCA 
H&D tm 1338 Ashton Old Road, 
Higher nshaw, Manchester MI1 
o 5 SCA 


MH. W. Luxton, 236 Smithdown Road, 
Liverpool L15 SAH. E 051-733 1135. 
8 SCA 





south South West 


Kash-Kuts, 77 East Street. South- 
ampton, 5 SCA 
Computerbase Co. 21 Market Ave, 
City Centre, Plymouth PLI IPG, 0752 
ET2IA, HS SCA 


Gateway Business Systems Lid, 6 Sta- 
tom Road, New Milton, Hants BH25 
GH, HS SCA 


Gerard's Software at Corsham DIY. 
Centre, & The Precinct, Corsham, Wilts 
SNIS0OAS. 0249712650. HS SCA 


Montage, & Holyrowd Street, Chard. 
Somerset TAM 2AH, 5 SC 
Manor Park Enterprises, 82 Mellstock 
Avenue, Dorchester, Dorset. HS SCA 


K & K Computers, 32 Alfred Sheet, 
Weston-s-Mare, Avon. E (B34 419324. 
HS SCA 


Kintech Computers, St Tudy, Bodmin, 
Comwall PLS) NH, H5 SCA 
Judya Records & Computer Soliware, 
Un 2%, Exmouth Indoor Market, 
Exmouth, Devon. E Exmouth 254593, 
5 SCA 
Fal-Soft Computers, B St Georges 
Arcade, Falmouth, Cormwall. HS 


Games Inc, 9 Frankiornr Gate, 
Plymouth, Devon, PLIIQA, 5 SCA 


The Fuse Box, 67 Sidwell Street, Exeter, 


Devon. HS SCA 
Seg foi Services, 9 The Green, Credi- 
ion, Devon EXI73LH. 5 SE 


Virgm Cames Centre, I8 Merchant 
Street, Bristol BS1 3ET. 027 204779, 


Virgin Games Centre, 103-105 Armada 
Way, Plymouth. E 075 2262817. 





Nlidhands 


Soft Spot Ltd, 5 George Street, Ban- 
bury, Oxon OXTE VT. E 0295 GRO2] 
HS SCA 


Honeysett Computers Ltd, 17 Union &t, 
HS SC 


Heretord. A 


wick, Warwickshire. 


Fast Forward, 29 Parsons Street, Ban- 
bury, Cxon. 


ComputaCenta, 17 Campbell Street, 
Belper, Derby DES AP. HS SCA 


1.1.5. Micros (Mail Order), 28 High St, 
Harmington, Northants NNS 9NU, 

HS 5 

Gordon Harwood Computers, 697] 

High Street, AHreton, Derby DES 7DP, 

HS SCA 

Northampton Home go Centre, 

ta Welingborough Rd, Northampton. 

HS SCA 


Fast Forward, 29 Smith Street, War- 
HS ECA 


The Software Centre, 1 Lock Up Yard, 
Dertyy. Hs SCA 


Allen James Computers, 831 Stratford 
Roud, Sparkhil, Birmingham Bl 
SDA. E (RI-77 5737. HS SCA 


Comitazia, 204 High St, Dudley, West 
Midtands EYI OO, HS SCA 


Bull go e sto Ltd, 1 Waterloo 
errace, Brdgnorth, Shropshire WVI6 
4EG, HS SCA 


R & B Computer Software, 6 Waterloo 
Road, Hinckley, Leitos. H5 SCA 


Computer Market, 27 Goosepate, Not- 
tingham. E SB6did. H5 SCA 


Honeysett Computers Ltd, 17 Union St, 
Hereford HRI 2BT. ECA 


Intoto. 1 Heéathcoat Street, Hockey, 
Nottingham NG1 3AF, HS SCA 


Long Eaton Software Centre, 9! Col- 
lege Street, Lomg Eaton, Nottingham 
NOGIDAGE, HS SCA 


Microware, 5 St Peter's Lane, Leicester. 
Also at Venture House, 7 Leicester Rd, 
Loughborough, and Fords, 191/1985 Vie- 
toria Centre, Lower Parliament St, Not- 
tingham. H5 SCA 
Virgin Crames Centre, 98 Corporation 
Sie, Birmingham B4 65X. E 021-2% 


North Fast 


U, K. Software Exchange Cl ub. SAE to 
15 Tunwell Greave, Sheffield 55 9GB 
5 5€ 





Treasure Chest, 220 Beverley Road, 
Hull, N. Humbergide HUS IAH. 
5 


Tomorrow's World, 15 Paragon Street, 
Hull, N. Humberside HU 3NA. 


Thirsk Home Computer Centre, Royal 

Ogk Yard, Market Place, Thirsk, N. 

Torkshire TOTIHO. 47 0845 25300. 
HS SCA 


System 7 Electronics, 664 Anlaby High 
Rd, Hull, N. Humberside HU3 6Z. TE 
482 BH? H SC 


A & AC Stobbs (Computer Dept), Ex 
40 Upper Precinct, Blaydon-on-Tyne, 
Tyne & Wear NE21 SBT E 091 4143107 
H5 SCA 


stockton Software Ltd, lá West Row. 
Stockton-on-Tees, Cleveland TSIB 
1BT. E 0642 GOGI6A. HS SCA 


Starsoft, 2c Walnut Road, Thorme, Don- 
caster, 3. Yorks DN& 4HW. E (405 
816970. 5 SCA 


P.E.A.K. Electronics, 222 York Road, 
Hartlepool, Cleveland. HS SCA 


Microtron, 9 Crillygate, Pontefract, W, 
Forkshire, HS SCA 


Nicrobyto Software Shop, 36 County 
Arcade, Leeds LS! 68H, and 19a Lower 
Warrengate, Wakeficld, W. Yorks, 

E 


MarChiff Computers; 43 Stockton Road, 
Sunderand SR1 INR, € Sunderland 
TROTE. HS ECA 


David Llewelhm, 24 Winchester Close, 
Great Lumiey, Chester-le-Street, Co. 
Durham. ss 


Ken Green (News d& Computer 
Software), 26 Fowler St, South Shields, 
Tyne & Wear, H5 SCA 


Eatamate Ltd, 2 Delaval Terr, Blyth, 
Northumberiand NEZ4 1DL. E 365846 
HS SCA 
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The Computer Shop, 7 High Frars, 
Eldon Square, Newcastle upon Tyne 
NEI TXG. E 091 2616260. HS SCA 


The Computer Shop, 224 High Street, 
Northallerton, N, Torks DL? BLU. 
HS 


CHIPS Computer Shop, [5455 
Linthórpe Road, Middlesbrough, 
Cleveland TS1 4ÃO. HS 
Virgin Games Centre, 94-06 The Brig- 
gate, Leeds LSI 6BR., E 0532 432606. 
Topsoft, Computer Software, 3 
Hambletomian Yard, Stockton-on-Tees. 
Cleveland, HS SCA 










East Angplia 


Sudbury Micro Systems, 64 North 
Street, Sudbury, Suffolk, HS SA 
Logic Sales Ltd, 6 Midgate, Peter- 
bórough PEL AITN, E 0733 40606, 

Micro Phone, lá Plowrighi Place, Swaf- 
fham, Norfolk, and Aldiss Furnishing 
Centre, Norwich Rd, Fakenham, Nor- 
folk, HS SCA 
Viking Computers, Ardney Rise, Nor- 
with, Norfolk. “ US SCA 





Vales 
Camelot Software, Car Ymryson, Caer- 
nareon, Gwynedd LL5S2LR, 58 


Cwmbrán Computer Centre, 34 Ven- 
inór Road, Old Cwmbran, Cwent. 
HS 


R. M. Ehrenzelier, Sounds Good, 1 
Middleton Street, Llandrindod Wells, 
Powys, 3 SCA 
10.6. Software, 2% The Couetyard, 
Riverside Market,  Haverfordwest, 
Dyted, E 043] 254. HS SCA 
se no a Centre, 110 High 
treet, Merthyr Tydfil, Mid Glamorgan. 
TE DGRS 6220, HS ECA 


Sseotlard 





James Clark, 6 Bridge Street, Dun- 
fermline, Fife. 5 SCA 
The Computer Depot, MS Bochanan 
Street, Glasgow GI 2Z. E 041-332 
I9d4, HS SCA 


Inverness Computer Centre, 5 Meal- 
market Close, Inveérness VI IHT. E 
226205. HS SECA 


The Micro Shop, 257 Dumbarton Road, 
Partick, Glasgow G1] 64B, E 041-334 
6L63, HS SC 


Mobile Micros (Marketing) Ltd, | East 
Back Street, Bishopmill, Elgin, Moray. 
H& SCA 


Soft Centre, 2 Bruntsficid Place, Edin- 
burgh EHIO4HN, 5 SCA 
sofiware Connection, Arpyvle Centre 
Market, Argyle Centre, spo CG 
BAU. 5 SCA 


Vics, Independent Computer Supplies, 
31/33 South Street, Perth PHZ BPD. 
OTA ABT0A. HS SCA 
Virgin CFames Centre, 172 Union Street, 
Aberdeen ABI 1OT. E 0224 64585] 


Virgin Crames Centre, 28-32 Union 


Street, Glasgow Gl 30X. E 041-204 
URGA. 


Charly's pb q Comer, Clareab- 
bey, Clarecasthe, Co. Clare, E 065/ 
Sis 5 SCA 


Darryn Reid, Letsure World, Romanos 
Building, 6 Queen Street, Belfast, N. 
HS SCA 


Ireland. 







mputer Studio, Kosanâitev Vendo 
la, LIDO Beograd, Yugostavia, 8 SCA 
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PiranHa have just released Strike 
Force Cobra in which four com- 
mandos stomp around à robot 
infested complex trying to extri- 
cate a number of digits which 
make up a password that might 
just save the world. Naturally this 
mission is no easy task, 50 an elite 
group Of mercenaries has been 
recruited for Strike Force Cobra. 
At the start of the game you have 
to choose who to include in this 
super-team from a list of names 
and case histories presented on 
tha screen. 

When the game was still being 
written, PiRANHA invited a few 
select members of the computer 
press along to become digitised. 
Sounds painful, but all it means is 
that certain 'celebríties' had their 
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ugly mugs incorporated into the 
frontscreen of the game. And one 
was none other than our own 
hack'mercenary, the man with the 
dirt on everyone, John (Hunter 3) 
Minson. 

What we want you to do is tellus 
which of the mugshots on the 
Snectrum screenshot featured 
here is based on Mr Minson. . .ht's 
not as easy as it might sound 
though, because John's visage 
was heavily painted and little bits 
were stuck on justto make identifi- 
cation a mite harder! 

And there's more. We want you 
to come up with a colleague for 
“Mad” Joe Kawalski, Esther Stern 
and their chums. This could be a 
member of the CRASH team, or a 
fictítious Ramboid character of 
your very own creation. Whoever 
peu decide should join the Strike 

orce team, send us a piccie 
(photo, drawing, digitised image or 
videotape — whatever you like) of 
them. Inélude a few lines of biog- 
raphy like the ones at the begin- 
ning of the Strike Force Cobra 
game, and we ll judge which onbe 
is best suited to join the team. 
(We've supplied an example here.) 

And the prizes? Coco, im- 
press-ive. Two winners will get the 


chance to spend a day playing ne; 





YO 


PLAYING SOLDIERS. 


Combat Zone courtesy Of PIRANHA. 
The idea of this is to fling yourse- 
Ives around a combat area shoot- 
ing the opposition. Fret not, gente 
reader, for no blood is lost in this 
conflict. The guns used to shoot aí 
'the enemy” fire paint, not bullets, 
so by the end of the day a very 
messy time is had by all. The even- 
tuial objective is to capture the 
opposition's flag and declare 
vourselves the victors. These two 
winners also collect their very own 
PIRANHA Sweatshirt, an all... 
ZZAP! and AMTIK are going to 
come along with their Strike Force 
Cobra winners, so the day should 
be a good one! We may even invite 


Melissa Ravenflame so that the 
battle of the Girly Tipsters can be 
sorted once and for all. Shell 
probably wimp out though, like 
she did at the POW Show. ... 
“Fity copies of Strike Force 
Cobra go to the runners up, So 
don't be too disappointed if you 
dont collect one of the top tmo 
prizes.... 
send your entries to SPOT THE 
MINSON, CRASH, PO BOX 10, 
LUDLOW, SHROPSHIRE, SYB 
1DB so that they reach us no later 
that 23rd October. Make sure your 
pdeo fights to the top of the pile, 





no me 
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NAME: Sergeant Ross“ Crusher' 
MecWatt 

NATIONALITY: British 

DATE AND PLACE OF BIRTH: & 
June 1957, Glasgow, Scotland 
HEIGHT: 510" 

WEIGHT: 178 bs 
BACKGROUND: Combat experi- 
ence with the Scots Guards during 
the Falklands campaign of 1982, 
Transferred to the SAS in 19893. 
Expert in counter hi-jack and hos- 
tage rescue techniques. Currently 
training NCO at SAS Hereford. 
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= t really can be fun to watch the microcomputer 
“is! games world from a removed vantage point. I've 
“bl touched upon this ground before but let's just have 
> 4 a little look at the latest manifestation of an age-old 
à = q marketing dilemma. 
| ale H'you have a listen to your local commercial radio 
Ih , station (for we must take the commercial airwaves 
8 |jas a suitable comparison), you will notice music 
Sis programs concerned with Folk, Country & Western, 
ess perhaps Jazz, tucked away at the end of the day's schedule, 
Most of the music on these programs is specialist interest with onhy 
the occasional well-known tune coming up. However, when a well- 
known tune does come up, you think no less of it for being on a 
specialist program, you just accept It for being the highly pleasant 
material it Is. No-one thinks any worse of Sting for producing a 
tazz-Inspired album, and It certainly was commercial, as its Number 
1 position in the American charts testified. 
Now, back to computer games, and we have another outbraak of 







as it is a team figure. The team 
consists of Kyle, who has average 
to high values for strength and 
psyche at the start, Merel, who has 
tha highest strength but lowest 
psyche, Quin who averages in 
both, and Taina, who has the low- 
est strength but the highest 
psycha. Strength, clearly, is a 
measure Of competence in com- 
bat but you may be puzzled at the 
word 'psyche” which turns out to 
bean indication ofhow well versed 
the character is in spell lora. 

During play all attributes can be 
altered with strength being 
increased by eating and drinking, 
psyche assisted with meditation 
under the right conditions, and 
gold pieces can be accumulated 
by mining or alchemy. If you are 
finding it difficult to attain gold by 
thase means it's worth noting how 
buying provisions and artefacts 
can be made less damaging by 
bartering, which entails offering 
slightly less for an item than has 
been quoted. For example, | 
acquired a Royal Orb from a píixie 
for the bargain price of 36 (a dis- 
count of 3 gold pieces) while a gol- 
den arrow cost 53 as opposed to 
the 56 gold pieces price quoted by 
a voyager 


Producer: The Edge 
Price: EB.95 
Author: John Pitcher 


THe EDGE have brought a touch of 
class to the staid old adventure 
with a wide choice of options on 
play and some pretty pleasing 
graphics and sound effects. Load- 
ing up presents you with the 
Retona of Kempston/Sinclair 
Pe bg or Keyboard control, 
though the icon option with joys- 
tick and iíttle on-screen arrow may 
be the slicker looking of the two, It 
is in fact the keyboard option 
which, once all the key assign- 
Pla are mastered, plays thebet- | 
Br. 

You are Prince Kyle leading your 
band of loyal warriors in search of 
| Nemesar, your younger brother, 

and the Mindstone he has stolen. 
| Members of the trusty team which 
accompantes vou are called upon 
by pressing numbers 1 tô 4 in 
| Keyboard Mode, a mode made all 
tha more attractive by way of its 
keeping the strength and psyche 
attributes of a character up on the 
screen (making the S for Status 
key superfuous). Gold reserves 
are also shown on screen but this 
is the same for each team member 





the 'don't tell them it's an adventure we want it to sell like an arcade” 
syndrome. This mental ma has it that adventura games sell far | 
less than arcade games BECAUSE they are not called arcade 
games, and takes no account of the facts which only relate how very 
poor adventures sell next to none and adventures sell very 
well. 1 just so happens, due to the likes of the Quill, there are more 
opportunities for the uninitiated to produce poor adventures. 

The syndrome is sad because many adventure games realhy do 
sell in tramendous numbers; Abs on the Magick is a true adventure 
and it has maintained a healthy chart position for months. H kt con- 
tinues to do well no doubt it will cease to be an adventure and slide 
over to join Lords of Midnight in the 'successful strategy" camp. 

Redhawk, from MELBOURNE HOUSE, was deemed too important to be 
classified as an adventure, and so was reviewed as a mainstream 
game. The game can not be counted a chart success and so the 
attem to confuse games players, and to ensure no adventurer | 
plays It, have presumably succeeded. 

Dark Sceptre is the latest non-adventure about to hit the streets 
and the latest release not to take into account the public's total 
disregard for such classificatory pedantics — they will buy a good 
game no matter what the title. Let's hope for less text and graphic | 
products, and more adventures. | 


EXAMINE and LOOK are two | 


commands used often in this 
game. EXAMINE tells you some- 
thing about the location you ara in. 
kt tells you ff something is blocking 
your way la crocodie, locked 
door, or block of ice and so on) or 
whether a trader 15 present. LOOK 
tells of any objects lying within the 


present location but spelis, being 
of the magic world, are transpa- 
rem to | LOOK command. 
Instead spells are indicated by a 
brief flash of a spottad square at 


| the side ofthe screen, possibly the 


onhy example of tatty presentation 
and design In the whole game — it 
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Inside the village mystic's store. The pull down option menu 
andinventoryoveriayappear onthe bottom halialthescreen 


| very much has the look ofa feature 
grafted on late in the developmen- 
tal stage of the game. The 'hand' 
icon, indicating the presence of an 
object, isn't much better, and 
these two features together 
require a certain amount of vigi- 
lance for what is otherwise a 
slowly paced adventure game. 

There is some animation within 
the picture window along the top 
third of the screen. A character 
selected to perform moves across 
the screen from far left to right 
either to take a drink from the bar, 
attack a wolf or an orc or whatever, 
orcast a spell to smooth the way. 
The animation wouldn't win any 
cartoon awards but is amusing 
enough. 

Mindstone is a game which 
really impresses graphicaliy. In 
play, as well, |t is most engaging 
jathough this comment can only 
be atinbuted to Keyboard Mode 
which is far more playabte then the 
sicker looking leon Mode) with 








some very pleasant sound effects. 
The game doesn't allow for the 
team to go their separate ways, 
and the poster on offer can only be 
described as a waste of paper (or 





a joke), but mostly everything else 
| about Mindstone is truly impres- 
sive. 
COMMENTS 
Difficulty: easy 
Graphics: good 
Presentation: superb 
| Input facility: keyword or icon 
Response: fast 
General rating: slow start but 
| really engaging once you get intoit 
Atmosphere 77% 
Vocabulary B9% 
Logic 93% 
Addictive quality B6% 
Overall B9% 





| lems. But by far the most damning 


Producer: Mastertronic 
Price: E1.99 

| Authors: Clive Wilson & 
Les Hogarth 


You might, like myself, be pleased 
to learm that MASTERTRONIC do not 
put out Quiled games in the belief 
that people, even at this price, 
expect better. Giving games 
players a little bit more is com- 
mendabte as this offering not only 
has quite good graphics and a very 
| readable redefined character set 
but also provides icon controlover 
the common adventure 
mands. There are, unfortunately, a 
| ro of things which let the side 
AN, 


The storyline isn't as appealing 
as it might be with the excuse that 
you're having a dream (see title) 
paperng over a whole host of 
unconnected locations and prob- 
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fault of the game is the input sys- 
tem which almost defies a comect 
input. The auto repeat effect on 
entries and the curious DELETE 
system, which enters. your input 
when you're trying to comeci 
words, conspire against you to the 


extent where you feel like giving | 


up before you've really started. On 


| Some occasions lines seem to | 
enter themselves as if the compu- 
| ter was fed up with you strugoling 


with the program's inadequate 
input routine! 

The look of this adventure is 
really quite sophisticated for a 
71.59 game. The icons are well- 
designed and fit nicely around the 
picture which, if not always 
detailed, is generally colourtul, All 
of the compass directions can be 
chosen via arrow icons, cassette 
functions can be called upon via 
the quit icon and everyday adven- 
ture commands such as LOOK, 
ENTER, LEAVE, GET, DROP, 
EXAMINE, HELP, USE and PAUSE 
can be called upon via shapes 





ranging from a clenched fist and 
magnifing ass to a bed (this last 
is for PAU ê, 

You kick off in the place where 
every human being is at their best 
— safely out of harm's way, hap- 
pily snoring in bed. Here though, 
“happily' may not be therightword 
as it looks like another adventure 
nightmare. “A sudden thirst awa- 
kens you and rising for a drink you 
fall out of bed into an ocean. The 
bed drifts away into the-mist, You 
see shorelina ahead. After 
struggling with the input system 
for ages you might pick up a 
spade, dig the sand and get a face 
smiling at you from a bucket. 
Avotiding the jaywalker's fate you 
might then get around to working 
out how the bike can be started, or 
perhaps you just push it away 
(well, | thought you deserve a clue 
if you've struggled with this input 
system tor anything longer than 
five minutes). At the checkpoint 
you will no doubt meet the follow- 
ing: “You step onto the gravel path 
but the crunchof your steps wakes 
the bandit and you are amested for 
non-possession Of passport. rou 
are sentenced to hang from a tree 
until you wake”. Needless to say, 
any attempt to do something as 
useful as CUT ROPE comes up 
with the witty “Four sword is being 
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repaired". 

EZ2Z is not such a good game 
because it fails in the one area 
which is vital to smooth, unrufled 
adventuring — a competent input 
system. This game's entry system 


“is fraught with difficulties and one 
“or two inconsistencies (like the 


question of the comment which 
says you can't go north when you 
had no recollection of attempting 
that direction). As such the game's 
viabibty must be questioned even 
at such a low asking price. 


Difficulty: the most difficult thing 
is coming to terms with the atro- 
cious input system 

Graphics: alright for a cheap 


Rrnsentatigar good 


Input facility: verb/noun and icon 
Response: fast 


General rating: flawed 

Atmosphere 45% 
Vocabulary 50% 
Logic 65% 
Addictive quality 55% 
Overall 28% 
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Without music, graphics 
and sound the Board 
Game has become the 
most popular in the 
do do R 

It has them. 


“Over 3,000 questions of no vital importance.” 


| Available now om 
“my” Spectrum 48/128K Commodore 64/128K | fl 
l BBC 'B' Amstrad CPC dad, 
| Cassette and Disk and all local stockists 
HORN ABBOL 


Pr ape TRIVIAL PURSUIT isa Trade Mark owned and licensed by Horn Abbot International Lid. 
papado Published by Domark Limited, 204 Worple Road, London SW20 BPN. Tel; 01-0475624. 


eira , DOMARXK 
Frivial Pursuitwas programmed by Oxford Digital Enterprises, 
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Producer: Ocean 

Price: £E7.95 

Author:lan Weatherburn, 
Simon Butler 


As you might expect from a firm 
like OCEAN this is a step above the 
usual adventure game in terms of 
presentation. In many other 
respects, however, itis pretty run- 
of-the-mill stuff with the usual 
blend of objects and problems to 
be tied up together (although the 
first part of this three part adven- 
ture has more objects than prob- 
lems). The game follows in the 
footateps of lts arcade 
namesakes, but this offering has 
more in cdi id gb be 
ng Story, what with its 'events' 
Giidow on the left je nie 
and up to six objects disp jon 
the right, These are laid ontopofa 
tableaux depicting Notre Dame 
cathedrai and can go as far as car- 
toon-like Biffs and Bops emanat- 
ing from the scene where you, the 
hunchback, take on one of the 
eg guards. As with Never End- 
ing Story, | think the trendy display 
and atmospheric  redesigned 
character set go a long way in 
compensating for any flat-footed- 
nass in plot. 

In short Quasimodo has to find 
and rescue Esmerelda. This 
entails completing the three parts 
in the correct order. Firsthy hun- 
thback must escape from the 
cathedral set in the heart of Paris, 
made famous by the Victor Hugo 
novel of 1831. This involves side- 


quards sent to harass you by the 
avil Cardinal and his spineless lac- 
key the Bishop of Notre Dame. |f 
vou survive that ordeal you then 
make your way under the city of 
' Paris untilyou reach the Cardinaf's 


mansion. Finally you challenge the 
Cardinal an rescue your 
sweetheart Esmerelda, 


Not only is the game. itself 
polished but the instructions om 
the cassette inlay are truly superb, 
The story-telling and gamesplay is 
| related in a much more profes- 
sional way than is often the case 
with adventures, and useful details 
like acceptable verbs are included 
making it easier to make a proper 
attempt at the game. 
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Not all gamesptay is ewestness 
and light though; the silent key 


entry |5 error prone. Thisisinsome | 


way countered by the DELETE not 
needing the CAPS SHIFT depres- 
sion, but not entirely, Another irrit- 
ant is the lack of an EXAMINE 


tha interaction with tha adventure 
is tost. 

By the far the greatest offenng 
Hunchback has as an adventure |s 
its humour. Take these two loca- 
tion descriptions in the first part; 
“Standing in the front aísle you can 
ses to the east the altar and to the 


have only got one eye' and 


wal is garish and clashes 
with the duvet, and the Nuffy siip- 
pers are just too passe! ... Lying 


on the ground is a strange tattered 


"book entitled Evil Worshipping for 


which complements the picture 
tokens above, shows some good 
turns as in 'An old music book enti- 
tlad Bell Ringing for the Dea” and 
how about Zen and the Art of Guil- 
lotine Maintenance, à book which 
no doubt predates the one all 
about flowers and motorbikes and 
how to link them by going loopy. 
Hunchback the Adventure is an 
attractive, stylised adventure with 
much humour and a great amount 
to play, what with it coming inthree 


| parts. wont enthral adventure 


freaks but it will keep many a 
novice chuckling before they get 
the hump. 


Ê == —— 
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[Mm 0] | , || | E] " y "o | 
Difficulty: not difficult 
Graphics: unusual, very attractive 
Presentation: very pleasant 
Input facility: verb/noun - 
Response: fast 
General rating: superior adven- 
tura 
Atmosphere 90% 
Vocabulary 78% 
Logic 86% 
Addictive quality B5% 
Overall B5% 
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find yoursel in a bedroom that is | 
decorated in early gothic tack. The 


Beginners'. Even the Inventory list, | 


| challeng 


command without which much of || 


west the centre aisle which is | NE 









FUTUREZO 


Producer Clwyd Adventure Software 


Price £7L95 


A new company of keen adventur- 
ers, this one, set up to produce 
ng adventures which 
keep to their own critical stan- 
dards and provide value for dad 
| There's only one thing wrong wilf 
the company's stated philosophy 
(ignoring the fact that this game is 
nothing special just for the 
moment) — the price of E7.95 is far 
and away above what other similar 
teams are asking for similar stan- 
dard games. É 
Inthe middle of the 21st Century, 
' after years of patient research, 
Hugo Skoltz, a brilliant sclentist, 
finally succesded in producing an 
interstellar drive unit theoreticalhy 
capable of propelling a ship 
through space faster than the 
speed of light. The first ship to be 
fitted with the Skoltz drive was 
loaded up with a cargo of test ani- 
mais and despatched under com- 
puter control to a destination ele- 
ven light years from Earth. 

The test ship had been program- 
med to remain in the target area for 
24 hours and then return, so the 
World settied down to wait for its 

'" expected reappearance, around 
tá months after the departure. 
When the ship returned, fts mis- 


| sion completed after only fifteen 


days, the human race now realised 
the shackles chaining it to Earth 
were gone. Man's age-old dream 
of conquering the stars was about 
to become a reality, 

The race to build the new star- 
ships began. With the rapid 
advances in technology over the 
previous fifty years, the techniques 
required were already available 

| and Governments, Private Corpo- 
rations, in fact anyone who could 


ráise the huge sums required, all | 


became engrossed in Mankind's 


latest adventure. One by one, and | 





manned now by human crews, the 
ships slipped away to explore the 
stars. 

Yet the flow was not one-way. 
The great ships that now departed 
the Solar System with their car- 
goes of human seed did not return | 


| empty. The wealth of a hundred 


words flowed back to the Mother | 
Planet and Earth became a word 
of plenty. Although a few speci- 
mens of alien lhe had already 
found their way to Earth It was not 
until 2130 that the idea of a vast 
zoo filed with such creatures was 
first conceived. Billed as the 
Futurezoo it met man's craving for - 
ever more bizarre forms of emter- 
tainment but then, in the vicinity of 


| à small and iargey unregarded 


solar system, Mankind met the | 
Senissa, a strange alien race ofa | 
ni technological level as Man- 
kind. 

Against the background of the 
ever-increasing threat of interstel- 
lar conflict, the two races signed a | 
peace treaty during which the 


| Great Seal of Senissa, a most 


revered artefact, was handed over 
tothe Earthlings asa lasting tribute | 
to the treaty The Earth Ambas- 
sador took the next available flight 
home, a freighter transporting 
alien life-forms to Futurezoo. As 
unigading began on Earth a freak 
accident released the cargo to | 
roam free aboard the ship. was 


| during the investigation into the | 


accident that the Security Forces | 
were alertad to the fact that one of 
the creatures destined for the 


| Futurezoo had taken the Great 


Seal of Senissa. As head of the 
investigation e are the one now 
responsible tor the Seal's safe 
return. | 

Being a sensible chappie you 
decide to begin your investigation 
at the Fulurezoo. An inventory 
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Shows you are wearing a warm 
coat and a nearby robot is selling 
tickets. A shrewd player will have 
these swapped in no time to 
ensure access to the z00 grounds. 
No sooner have you entered the 
grounds when another passing 
robot gives you a raffle-ticket (all 
these robots seem a triflg careless 
with their tickets) which no doubt 
will be put to good use later. Sadly, 


it won't be long before you meet 








= 


Dim O psi 
Tm e bi do] 
E at ER PRP! : PLARA, 





another robot who isn't so friendhy, 
t man-handias you out of the park 
whenever you trample on the 
Hower borders or transgress (how- 
ever unwittingly) tha park's rules. 
Getting back in isn'tan easy matter 
either. This is not the onhy danger 
as you wander round collecting the 


| unyielding) step ladders as a trip 
through the camivorous plants 
building will s90n show. 

One of the better aspects of this 
game are the wonderfulhy evoca- 
tive location descriptions, one of 
which runs like this: “You are in the 
centre of a wide paved plaza, near 
afountain which sprays water high 

| into the air. Visitors sit at low tables 

| nearby and several small children 
scamper after à ball thrôwn by a 
patient robot-nurse maid. To the 
west à row of red and vellow 
booths stands at the edge oi the 
plaza. 

Futurezoo is a game which has 


"been well presented for review but | 


sadly the adventure is not quite up 
to scratch. In text-only adven- 
tures, the memory released from 
the chore of forming pictures can 
be expended on providing a 
deeper game with friendly voc- 
abulary and atmosphere-creating 
EXAMINE and LOOK commands, 
Untortunately  Futurezoo has 
neither a friendly vocabulary, nor 


an EXAMINE command worth | 


mentioning, and therefore can only 
be described as disappointing. 
The player feels alienated from the 
game as not much beyond “Sorry, 
| don'tunderstand. Aê some difte- 
rent words can be achieved inany 
reasonable length of time, and try- 
ing amy other words doesn't sesm 
to do anything. The lack ofa HELP 
option just adds to the feeling of 
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entrance to FUTUREZOO — what strange allen encoun- 
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playing a most unhelpful adven- 
ture, 

Only having the main compass 
directuons (N, E ,S, W), and using a 
bright yellow background to the 


black print (like trying to read the | 


print on a light bulb), with a con- 


| spicuous lack of proof reading are 


not damning features on their own, 


' but put alongside the unfrigndly 


vocabulary. in what is a text-only 
adventure, then the evidence for 


E eme 


“Edo 
| 


“4 
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a pecas quo 4h 


the prosecution becomes over- 
bearing. 

Futurezoo is available from 
CLNYD ADVENTURE SOFTWARE, 14 
Snowdon Avenue, Bryn-y-Baal, 


| Mold, Chywd CH7 65Z. 
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Difficulty: reasonably easy 
Graphics: none 

Presentation: poor, no highlights 
of inventory etc 

Input facility: verb/noun 
Response: its that quick Quill 
again! 

General rating: poor; a story in 
need of an adventure programmer 


Atmosphere 75 
Vocabulary 30 

| Logico 65 
Addictive quality 41 
Overall 





GRIMBL 


Producer Microtech 
Price £2.20 


This is another game in the 'here's 
another Quiled game in a cheap 
cover and if you'Te good we might 
tell you how much itcosts — go on 
then, quess' category. However, in 
this case the authors have got an 
excuse — they are unquestionably 
mad and make no attempt to 
cover up what's blatantiy obvious 
rom the outset, To put it succinctly 
the guys at MICROTECH have lost 








hat ao ci À 


their marbles. lt is not like the other 
humorous games reviewed this 
month; there are no subtle lam- 
poons here more a blunt blud- 
geoning of tha senses with an 
inexorabla onslaught of 
inoryisms. 

The madness begins with the 
cover which is made the wrong 
way leaving you struggling to open 
the cassette box from the right 
when it is to the left. The loading 
screen shows a mock pound note 


| where"! promise to give the bearer 


on demand the sum of one's san- 
ty quite nghtiy has you wonder- 
ing on what you've let yourself in 
for. 50 how does this adventure 
describe itself? 'Sensible, downto 
earth, original, unexaggerated, 
truthtul, umerring, undeviatina, 
precise,  undistorted, honest, 
unbiased, fastidious, never wrong, 
always right, rational, well 

rounded adventure. Oh, | see, a 


| thesaurus style listing which can 


only be said to be in direct con- 
ço to the evidence, às hav- 
ing p 
can safely say it is the most Insen- 


sible, pie in the sky unoriginal, | 


exaggerated, untruthful etc etc 


| game | have ever played. 


Following a very chirpy rendition 


| of The Entertainer (torpe by 
ey) the 


pressing the BREAK 

adventure immediately contronts 
you on fio aj argrdãs an 
irreverentiy long Hist of things you 
can see. Just cieck out this loony 


list. You are in the closet, You can 
also ses: a silver candlestick (high- 
lghted), an electrical plug, a blue | 
coathanger, a two handed battles- 
word, an elepnant's vest complete 
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with holes, a tattered old seo, à | +TTT——seee 


stained map, a screwdriver a 13 
amp fuse, some 7/8 spring-loaded 
washers, a bag of sparks, a bubble 
from a spirit level, a long stand, a 
set of “Go Slower' stripes, a 


| punciure repair outhit'. Now vou 


wor't be too amused to find that 
QUILLED do not support the 
GET ALL command but not to 
wormy, the game plays a Irtile tune 
after picking up only four items — 
and that's your whack. 

There is one drawback to trying 
to review Crimble and that is the 
danger of exposing you to the sort 
of crazy writing which |s powerful 
enough to turn even a speed 
reader into a gibbering moron. 
Directions are never as stated so 


| there are a number of 'Wrong 
| Commands' 


" amtsight. And. ..'Here you aren't 


some of this game, | | 
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an exit from a location with NE, E, | 
and 5 exits will as often as not be 
something like UP! What is more, 
dropping objects is sometimes the 
only way of picking them up and 




























especially Tormu- 
lated to keep you amused on your 
trip to insanity. The text itself isn't 
exactly on the straight and narrow. 
Take two of the milder examples (in 
the hope of leaving you sane for 
the rest of the column): 'Sat in 
amongst the Sour Williams you 
gaze at a garden gnome who is 
fishing in someone's Perno and 
Black. The smell of the freshly 
uncut-grass is a somewhat pleas- 


in the outer garden shed where | 
plant pots sing quietly to them- 
selves whilst eating apples that 
ameil a funny colour ... You can 
also see a HW Smiths C15 tape 
with a PIRATE copy of detpac'. 
There are a few contemporary and | 
ip references in the mayhem 

ut dont look to hard for any slant 
or pronounced bias, the message, 
f amy is lost in the twists and turns 
of the satire, anti-satire loony-go- 
round. 

There are a few graphics scat- | 
tered about in this adventure but 
they are more syrmbolic than accu- 
rate. However, this adventura does 
present a colourtul face to the 
world and in any case the game is 
out for only one notoriety, to be the 
most crazed, mixed up adventure 
on the market and for my money it 
gets the prize. 

Crimble is now available from 
MICROTECH at BB Whitley Spring 
Crescent, Ossett, West Yorks, 
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Difficulty: leaves Fo pese like 
hr 

Graphics: abstract but passable 
Presentation: fair, colourtul 
Input facility: verb/noun 
General rating: should sell like 
hot cakes in loony bins (Crash 
Towers?) E 


Atmosphere 
Vocabulary 
Logic 

Addictive quality 
Overall 
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The judging's over, the euphoria of winning has subsided and the harsh realities ofa commer- 


cial schedule begin to bite home, The first GENESIS game design hasto beturnedintoa prog- 
ram by mid-October to be a commercially viable release for Christmas. At the end of August 
GRAEME KIDD satin on the first meeting between game designer and game programmer.... 
by the time you read this report, the programming Re. 


will be almost complete! 


JONATHAN EGGELTON, 
designer of KAT TRAP — Planet 
of the Cat Men harboured a 
quilty secret down in his 
hometown. Being collected 
from Milton Keynes by DESIGN 
DESIGN programmer GRAHAM 
STAFFORD and driven at high 
speeds to Birmingham for a 
meeting is enough to soften 
one up: during the journey, 


| Jonathan came clean, .. 


AHhough he was joint winner of 


| the GENÉSIS Birth ofa Game 


competition, and despite the fact 
that his game design was Selected 
by the judges as the firstona to be 
programmed, Jonathan didn't 
actually own a SpactryumbNor was 
Jon a regular CRASH raader!! 

Ofcourse, thisundesitabte state 
of-affairs was quickhy remedigd =— 
aphone callto DESIGN DESIGN head- 
quarters had a Spectrum winging 
its Way down south almost 


immediately, and Mr Eggslton has 
 promised tostart reading CRASH 
| every month from now on. 


So, how did anon-CRASH read- 
ing person get wind ofthe compets 
ion ln the first place? Jonathan 


| explained that ne wasmt a totally 


sinful fellow — asa Commodore 
64 owner he reads ZZAP! every 
month; and generally gets a good 
I0ok at the latest CRASH at school, 
where people tend to read the 


| magazine in groups. “A little while 


iss a competition in 
P! where the idea was to 
design a game, but | never got 
around to entering it. Then | saw 
the GENESIS competition in 
CRASH, and although | realised it 
was going to be rather more 
difficult, seeing as | didn'town a 
Spectrum, | thought Hd have a go 
and try to iake into account the 
Spectrum Ss capabilities.” 

After a few hours spent thinking 
up basicideas, Jonathan draw 
some sketches of tha central 


| character, ME Head. And perhaps 


not owning a Spectrum helped 
Jon get into the appropriate frame 
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of mind for designing a game 
which could actually be written on 
the machine — according to 
Graham, there were an awtullot of 
entries. that would have required 
an interface from the Spectrum to 
a Cray 1 to implement... 
Basiéally, KAT TRAP features a 
cute robótico hero on a quest to 
save hisdroid chum whohas besn 
kidnapped by theevil Cat People. 
He has to fight hsavay through 
umpteegn hostilazones, free his 
chum, and get home safely,, . The 
basic designs for the characters in 
the game were roughed out first: 
“The hardest Bit Was Coming up 
with the anemies — you nõed a lot 
of varetyin order to stop things 
geting repelitive”, Jon explained, 
“in the final design, | had fourtesn 


| alifferent backgrounds, and they 
| weargal! made bpas wentalong." 


Jonathan's mind wasiconcen- 
tratedon histask, partlyas a result 
of thafact that he didn't have the 
copy of CRASHin which he'd first 
Sspotted the competition — it 
betlonged to a friend of his, lan 
West. (There5 your namecheck, 
lan==ED)"Untortunately, | had 
read the CiOSing cale wrong, and 
was working to adate one month 
before the actua! deadline. When | 
found out, Hihought 'What a 
Way | 

“Thejudges were impressed by 


-Ahe presentation of Jonathan's 


entry as well as by the content of 


| the actual game design he submit- 
| ted — it included a table that 
* detailed the attributes of the nas- 


tias in the game, setting out which 
pulga could be killed and how, 

Toma programming point of view, 
Graham Stafford sb well impre- 
ssecd with the level of detail con- 
tained in the design. The artwork 
was eye-calching too... 

Td reallyiiketo be an artist or 
designer “;Jon explained, “I've 
always been interested inart—| 


| Just picked itup and have got bet- 


ter with practice. Um not bothered 
about programmingmuch — I've 





played around with an Assembiar 

















" enthe Commodore, but have no 
desire to actually write programs." 
During the-drive up to Birmin- presentation of the finished game. 
gham, Graham had explained He's not going to tell me how to 


what was involved in preparing 
graphics for a game and Jonathan 
had already agreed to get involved 


write the game, but conversely I'm 
not going to tellhim how the game 
shoutd look. He's got clear ideas 





ir designing scenery and anima- | orhow the graphics should work, 
tion frames, Graham explained: andit makes my life easier ifsome- 
“dons role to me is to do with the 


one is working on the graphics 





























































wie [write the code. 


graphics Ba we use: he5 going 
to go away and play around with it 
fracoupieol weeks. need three 
or four times as many graphics 
| producing as will end up in the 
game — there's no way youte 
going to ge! them all right, 
“For scenery graphics, the idea is 
to do lots, and then we can sil 
down together and pick the best. 
Animations neeo to be refined as 
you go along really...” 

Interms of actual programming, 


working solidiy-on KAT TRAP by 
the time of the meeting — it might 
not sound like much could be 


ing had been going on Inside the 
Stafford mind before Graham 
actually set to. 

Obviousiy games programmers 
bulld up a library of routines, and 
Graham had bolted together a 
iramework, the scaffolding of the 
game, whichborowed from exist- 
ing code. Having decided that 
smooth horizontal scrolling was 
not appropriate he had plumped 
lia tip screen approach to the 


| .| zones, or areas which share ag E 

2 mon background, he opted e 

| horizontal aangentsos a ahe 
butes wi Emo 


| rough Qui SO 

| background ge 
a pilot animatlbiisea 
central character, Wrigad. By ii 
time the first project mes idas 
due, there was something to se 


impressed! The prototype MTy 
Head sproinged around the screên 
ira very convincing manner. 

While we watched ME-Head do 
| his stuff, Graham explained how 
| the 48K of memory available to him 
E | would probably be used vp. 
| “About 7K is used for the screen 
and voumesd around 1K as 

E hpdé 2 memory — the stack 

ts andibobs fit in there. 
ra atand 


rr that Etr Mame: Allthe 
ata. (testo eatupmerm- 
senado has to a 













igtit — M El ses 
turn him roun 








mnty bo frames 
dh prt game 
ame, there wrill prob: 
if you “think about it, 5 
sequences for duckirm 
in a different order am 


sCreem. 


“Fmgiving Jonathana copyofthe | 


Graham had spent about four days | | 


achieved in such a shorttime, but À) 
a fair bit of programmer-type think= 1 





















| 
| | game. Taking into account thefact dg” 
| that KAT TRAP is played through” | d 


and both Jonathan a 3 were | /; 





of animation for 
design. In th 


g and 


two ailerent sets of graphves 
stored away There will still ba 
some eighteen frames of anima- 
tion and the animations will proba- 
b!y occupy about 2K — which is a 
spa of the size of the core prog- 
ram that runs everything!” 

When it comes to writing the 
code for KAT TRAP Graham is 
using a Gemini muyltiboard system 
under CGP/M rumpira a ron Sar ar 







characters rs TT LEE 
Half the number of bytes that will 
be in the final Spectrum program 
had already been collected 

together in time for the meeting — | 
“the framework is there already", 
param explained, “the next 

age (s to put in the mechanies of 
igame. By early October we 

di ld start to have a piayable ver- 


Siordand it o to be very nearly 
é mIBIBLE ab tober 15th — that's 
E En, we havea couple 


able for Pidving up, 
uction version has 


his (sa highly struc- 
ach to writing à prog- 
N'halmakes a good program: 
1 au far as 'm concerned a 
E Drogrammetr isn't someone 


e rio can write tastcode — ilhelps 


— but a good programmer is one 
who knows how to do something. 
The most important thing is to 


think things through property so 
* you don'tdo things you dont have 


dg, The whole task has to be 
Seen in a global sense" 

Graham and Jonathan huddled 
together over the Spectrum 
screen as the workings of the 
DESIGN DESIGN Custom graphics 
utility were demonstrated. Then, 
with the first project meeting over, 
twas time for us to go out sepa- 
rate ways. At last, being a winner 
of the GENESIS Birth of a Game 
competition had sunk in, and 
clutching a cassette containing 
the art utility, Jonathan steeled 
himself for the drive home.“ | had 
à phone call saying | had won 


| Something in the competition the 
| day baforel was going on holiday" 


he remembered, “couldn't 
believe [had won the top prize —l 
hadn't got the copy of CRASH 
which gave details ofthe prizes, so 
[was up all night wondering what 
the other prizes were and whal | 
had won, and then | phoned lan in 


“ the morning and got him to look it 
asp HP: | could ! believe [was going to 
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ME LUDINNTENEAÇE E MEN 
PLUGS STRAIGHT INTO SPECTRUM PLUS =, 


OM Y E 13.99 POST FREE 


* TOP + TRIGGER FIRE BUTTON 

"AUTO FIRE MODE 

* KEMPSTON COMPATIBLE 

* STABILIZING SUCTION CUPS 

*“SPECTRUM OA PLUS » UNBEATARLE OFFER 
SEND FOR INSTANT DESBATCH 


PRICE BREAKTHROUGH 


SWITCHABLE JOYSTICK 
INTERFACE 
onty E8.99 post mer 


* ALL THREE SYSTEMS AT THE FLICK OF A SWITCH 
*"KEMPSTON' — CURSOR'— INTERFACE II 
*ACCEPTS ANY 9PIN JOYSTICK -INCLUDING 
RAPID FIRE MODELS « SPECIAL OFFER!! £14, 


Buy with pd HI complete: for onty 


* iiphy presa a baita to “rpena” The progenm 
E + Se to BIO die De Lipe 

& Special gróggam cómpacioa iecrequei 

* Ende irapecior algues pou to bresze Me 
DS noir, add pohes amd restar! He game again 
jude Also pad tarhéy 

a dd bachvos vil nega bom the 

pedi Hinos metros qe 


ROBOTICS & MODEL CONTROL 429.99 Robo Eu 


Made easy on your Spectrum POST EREE UM EIN 


+ 4 mispondeilhy conirobatio aufguis dor sbbbmes, cintos, fghia, air 

“E miegenden) daparty hor Mofieara pie 

m Thor od a io O a Lago” problecateçgn nbr: ando Propraro ori cruim 
Bbots” ams Batind on e Complete aviih all cables 4 Emeoy to UA 


Now you Ema create Superh Graphics easily with 


the New Lightwriter 
onty E 14.99 


ROST FREE 
Lighipen comes 
complete with 
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| Those ever-so-modest people at 


| CRL were rightly proud of their bril- 


“hanigame Tau Ceti and asked 
Pete Cooke to write yet more 


games all tying in withthe Tau Ceti 


mythos. 30 he's working on a 
| Spectrum version of Room Ten 
| wiich, as any Galaxy-hopping 
man-about-the-cosmos will tell 
you, 15 the room in the Galcorps 


laisure complex thatis reserved for 


| the very popular sport oflow gravy- 


| ty Glyding which is similar in many 


respects to playing low gravity 
squash. 
In this respect, Room Tenisa 
tuturistic sports simulation where 
| Youplay against either a human or 
an untorgiving computer without 
having to moon-jump around 


yourself like some futuristic-Jonah 


Barrington. 

Of course, at CRASH Towers 
the laisure industry has a few 
unwilling converts. Yes, if you're 
talking fitness then half an hour in 

| the CRASH office should make 


| you think seriousty about high fibre 


| diets and four evenings a week al 
| asporis centre. 
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| rent. 


Girlig Tipster, Hannah Smith has 
been making an effort to trim away 
those extra inches and build up her 
stamina for another grueling day 
atthe CRASH Towers. She's 
bought a Girie exercise tape and 
late at night tha sounds of pulsat- 
ing music can be heard wafting 
over Ludiow as she jumps around 
getting very hot and sweaty doing 
aerobics and other strange gyra- 
tons. Inthe mornings she can 
often be seen limping through 
Ludiow as the results of the night 
before make themselves appa- 


Garth Sumpter, chief Database 
Minion, is also jumping on the Get 
Fit bandwaggon. Having not seen 
his fest for he last few weeks he 
decided to do something about his 
Quinness paunch, and tock up 
jogging. However, a nasty side 
effect of this is that his stomach 
keeps flying vp and smacking him 
inthe nose and he coughs for next 
three days. Methinks he should 
stick to the odd sprint whenit's his 
turn to buy a round in the pub... 
The closest that Graeme (he of 


| the Doc Martens) Kidd gets to 
| exercise |s a sort of aerobic drink- 


ing. Every day after work he takes 
aleisurely strolltora spot of gentie 
weight lifting with a pint of Old 
Flatulence inone hand and a large 
sáusage sandwich in the other. 
This form of exercise usually con- 
tinues for four hours or 50 when, 
exhausted by his exertions, he is 
camed home and tucked up in his 
snug, warm bed. 


| 
| 


All this talk of fitness and leisure 
must be leading somewhere. .. 


| Room Ten's producers ca like 


the idea of Galcorps corporation 
giving fitness and sport such a 


| high profile within their organisa- 


tion and the loverriy Leslie at CaL 
Knows the benefits of exercise 
bacause she's very fit herself! 

She's offering the definitive 
squash outfit comprising shirt, 
shorts, shoes, socks, ratquet and 
warmed squash balls to the lucky 
person who designs a leisure com- 
plex for the year 2050, Not only will 
the lucky winner be asked by Les- 
lie for personal details like chest, 
waist and shoe size but shell also 
arrange a couple of free squash 
lessons to get you started on the 
pathto fitness — as well as à Copy 
of the game ifyou feellike taking it 
Basy for a while, 

Not everyone will be able to 
become the pride of the squash 


| -courts, however, so forty runners 


up willgach receive a copy.of 
Hoom Ten so they can Glyde 
Gffortlessly from the safety of their 
own living room. 


Commit your designs for the lei- | 


sure complex of the future to a 
pisce of paper no bigger than 44 


| (that's 210mm x 300mm) and send 
itto: CRASH, ROOM 10, PO Box | 


10, LUDLOW, Shropshire, SYB 
1DB to arrive no later than 23rd 
October, 


- 





STAND ALONE COMPUTER GAME 
AVAILABLE ON CASSETTE 
FROM BEYOND 


PLAY-BY-MAIL 
ONE CONTEST 
A THOUSAND GAMES 


To play DARK SCEPTRE by mail, just fill in this 
coupon and post it to Maeistrom Games Ltd., 42 
Wellington Road, Wallasey, Merseyside, L45 2NG. 
Please make cheque payable to Maelstrom 
Games Ltd. 


E) 

1 Please send me one DARK SCEPTRE Play-By-Mail Package. 

| lenclose a cheque/postal order for €. 14.95. = 
|Please debitmy Access/Visa AccountNo....... for£i4.95 
[ADDRESS 
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07 order dio om 2:89-CAGSA 
jr send a cheque or postal order 
for £2-99 (each incl. PP) 
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FineBiRO's latest release due out 
for the Spectrum everso soon is 
Druid. The game puts you in the 
rode of Mr Druid, out to defeat the 
Evil Princess of Darkness. The 
nasty ol princess has unleashed 
her wrath in the shape of four 
skults (wouldn't you just know (7) 
which have infested the lower vau- 
lts of a huge eight storey tower. Mr 
D, along with his faithful (butrot so 
Clever) companion Mr Golem, has 
to fight zillions of meanies and cast 
spelis left, right and centre in order 
to transfórm the world into a happy 
and peaceful place. Sounds great, 


| ! e" o Ein 


en? Yes it does. 

Anyway, some kind 'n' clever 
chappy at eimesimo had a really 
neat idea. What he wants you oh- 
so-cool-and-artistic people to do 
5. design a final congratulatory 
screen for Úruio. The bestest entry 
will ba programmed into a special 
one-off production copy by the 
authors of the game. Gosh! Just 
imagine: if you win, you could own 
a personalised copy of a best sel- 
Ing game: Impress your friends! 
(Nyah! Nyah! Look what I've got). 
Amaze and astound your relatives! 
(Look Auntie, look what | did). 


| é o. à da Tan 
| Tm, | À r 
l T E 2”. 


Tell you what, just to give vou & 
few ideas what the screen could 
look like, here are a few things that 
the Druid will have to encounter 
and overcome to complete the 
game... 

The creatures include ghosties 
teek!), skeletons (coh!), big 'n' 
nasty beetles (ah!), skulls (aargh!), 
witches (shrek!) and all sorts of 
traditional scary thingies (sounds 
like a normal day at CRASH 
Towers). When a druid arrives at 
this final screen he will have risen 
through the ranks to become a 


legendary Light Master. So, get 

















e 
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TAKE UP THE CHALLENGE AND 
YOU COULD WIN A PERSONALISED 
“COPY OF DRUID! 





E coa | 


| O ia 
É 


Ri Bl Mor E 


your art kits out, scribble a screen | 
and whisk your emblazoned 
pieces of paper off to: DESIGNER 
DRUIDS, CRASH MAGAZINE, 
PO BOX 10, LUDLOW, SHROP- 
SHIRE SYB 1DB. 

Entries must arrive no later than 
the 23rd ofOctober. Best scribbler 
wins their very own copy of the 
unigue game. The next best 20 
masterpieces each win their 
creators a FIREBIRD T-Shirt to love 
and to hug, so don't forget to 
include your T-Shirt size, Well 
then, what are you waiting for — 
get to it! 
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VORTEX — A Wi 


OF 3D GAMES .. 





COSTA PANA YIisaname you tend to remember, 


and in 5 


trum circles it is a name firmly 


associated with 3D es. Games such as TLL, 


Cyclone, Android 


«Highway Encounter and of 


course, this month's Smash — Revolution. 

Costa is the main man when it comes to program- 
ming at VORTEX, the Manchester-based software 
house, while LUKE ANDREWS takes care of the 
business affairs. Costa and Luke came to Ludlow 
with one of the first copies of Revolution for us to 
review, and while they were here Graeme Kidd 
seized the opportunity to talk to the duo with a per- 
sistent reputation for producing quality games. 


Like quite a few software 
houses, VORTEX began hfe as a 
hobby. Gosta Panayi Árst got 
interested in computing back in 
the ZX81 days at the end of 
1982. He was working as a 
mechanical engineer and 
bought one of Sir Clive's home 
computers, played around with 
it and swapped programs with 
£X81 owning friends. Then he 
got together with a few friends, 
e decided they could write 
ne ams and gradually the 

obby started to pay for rtselF 
“Our first games were Pontoon and 
Othello — small! BASIC games — 
and voe sent them off to a publishers 
and started camino royalties! Once 
ue written and sold those games me 
bought books on machine code and 
started leaming. Phen the Spectrum 
come out and ve wrote Cosmos and 
Android I. 

“Soon, me realised fhal poriting 
programs was okay as a hobby, but 
when voe tried to run a business on the 
side it vas taking up too much time. 
Hredeneo Luke, vo as a teacher al 
thetime, ond he was interested in the 
business side of things... 

Luke takes over the story: “J 
got involved on the business side to 
alloi the tads to program — every- 
thing cas still being done on a part- 
time or hobby basis and mith the 
talents that everyone had, everyone 
fited in quite nicely so qe just prog- 
ressed, Everyone who's been 
associated with us has really helped 
and encouraged us — people have seen 
that we've worked hard and that 
noe "ve gol the product, and everpones 
pushed and said “well done” mich is 
great. Sometimes, a lot of people just 
say “oh don't bother” or malever, 
ohich is a bit demoralising, but we 
never fad to face thal. - 

Gradually, what was a fairly 
lucrative (and time consuming) 
hobby grew to the pointwhere it 


The Casual da e pras To Pillar Leaning as demonstrated n 


e left, and Mr Andrews on the right. Coul 


Mr Panayi om 


was à backrogm industry and 
then, during 1983, the team got 
together, decided on a plan and 
began to run VORTEX proles- 
sionalky, Lt was clear the Ccom- 
pany was successful enough to 
warrant people giving up their 
'day jobs"; Fes, me bought pre- 
mises employed people and so on. In 
some coays we're cautious on the Gusi- 
ness side, as 10 are on the program- 
ming side, in the sense that Cos has 
almays come out with excellent stuff, 
and we are mere geared to quality 
than quantity”, Luke explains. 
“Maturally, we all had a fer regrets 
nhen toe ferst started out coriting and 
selling programs full-time — if 
you ve gola secure job and are doing 
noel in it and it comes to the point 
where a part-time job suddenty has to 
at least equal whal pou were doing 
before, then decisions become a bit 
difficult. We got to the stage where nie 
thought to ourselves Hal med guo- 
ceeded so far and got to a certain level 
and ave had to make a decision. He 
couldn't really turn back, though... 
The bigpest worry was whether live 
computer croze would die out ouer- 
night. Quite clearly, that isn't going 
to be the case. 

Costa Panayi's games have 
been the backbone of VORTEX 4 
success, although other releases 
bike Alien Highway have involved 
other programmers heavily... 
Obviously, a company such as 
VORTEX gets sent quite a few 
programs for evaluation. Have 
they never been tempted to start 
a budget label, lor instance? 
Luke explains: “fsubposeme 
could easily have started another label 
on the budget side, but ils not the sort 
of thing we ant to do. Flow can pou 
one day be sat down morking oul 
something really complicated and 
neve, qnd fo Rours later try and pro- 
mote a game that sells for £1.09º Four 
Reart's not in it. Maybe some people 


set a whole new trend in Ludlow, this. ... 


= 
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can work that way, but | don't think 
me could... 

Working asa design engineer, 
Costa was mvolved in 3D 
geometry on-a daily basis, so 
when came to programming 
games Is not too surprising 
that SD techniques came quite 
naturaliy to the lore, Dm quite 
Jascinated with 3D — Poe always 
liked to have things negtty arranged 
and geometrically correct, amd | sup- 
pose mp engincerino backarqund all 
ted in with programming. 

Costa first took the plunge 
into 3D with Android Hand since 
then all his games have been im 
3D. Ht just seems like a step back- 
tuards to retira to 2D novo — | find 


You geta feeling of space when you're 


norking in SD, and O don't think 1 
conte corite in 20. dt ivontd be easy 
enough to do, but T avouladn'! eiant 
to, a 

With a string of successful 
games behind him (the lowest 
overall rating Costa collected 
was 79% ), he's invested a fair 
bitoftime, eHort and expertise 
into developing 3D techniques 
on the Spectrum. But it's not 
just a question of keeping 
routines and adding to them — 
Highuvay Encounter meant start- 
ing from seratch again, and 
Revolution is another fundamen- 
tally ciferent style of display 
and programming. “like to take 
a completely different approach to the 
may ! handle the SD incach game”, 
Costa explains, “Jtavould be nice 
to come up toith some sort of nem sps- 
tem cohick gets out of the mould. Wa 
did dt ceith Highway, and then qe 
decided that we had to come up with 
something different, totally quay 
Jrom the shoot em up type same. After 
Revolution, itiwould be nice to do 
something completely different again. 
fls as much a matter q Pokino at the 
game iypes and the way games play as 
actually looking at the environment 
— you can keep producino SD games, 
the same games with a different 
scenario, but the difficulty às in com- 
ing up with something different” 

Revolution was designed with 
lastability in-mind, so far as the 
gameplay was concerned, Each 
ume anewgamestarts, Lhe puz- 
zles are shifted around between 
bevels and'their locations on 
individual levels are also 
changed randomly. “Shifting the 
puzzles round and creating a neto 
landscape, or set o/levels, cach timé 
ee sterrt to play — ds trying to make 
the game something more titan other 
games on the market,” , Luke-says, 


“epen with our old games, you aluays 
had the first level, second level, third 
level end so on, and you knew hat 
was coming, Alien Highway, the 
remix of Highway Encounter 
started us thinking that may, and 
with Revolution Frhink the changes 
in the puzeles and landscape are de 
main attractian. 1 someone prcks up 
the game and can t get past the first 
level, then the game can be played on 
level one and the player still gets thirty 
nec puzsles — so you can still enjoy 
il even if you never get past the first 
level!” 

VORTEX appear every six 
menths or so — two games a 
year is about all Costa can 
handle on his own. They take a 
different approach to designing 
games too; there's never a 
storyboard to work from: “* Heil, 
F come ouí toith ideas — as does suery- 
body,” Costa explains, “and we 
terow them about and we aluays seem 
to reachoa point where ve say “that's 
a good idea, why don't ue go ahead 
and see what that brings forward”, 
Ideas that we fine in the meantime are 
Hermiuem im as coell 

“bs a process of continual design 
rather than continial refimement, 
Luke adds, For instance we might 
decide to do something that has tuo 
animation stages in tt, and Costa goes 
uvay and svorks for aboul two imecks 
on it and comes back with five stages 
ofanimatior. Fe say to him “I 
thought you said vt could onty be tuna 
stages “and hell say “yes, pel it's 
dáiterent. there's five now! 

“With Revolution e thought 
there are no bouncing ball games, so 
voley don't ve have a go? And suddenty 
all these ball games started appear- 
ing! They all tend to be rolling rather 
than bouncing, so lhere's a differ- 
ence, Costa adds, The same 
thing happened with Cyclone — it 
seemed a natural progression from 
TLL and then there mere dozens of 
helicopier games on the market sud- 

AN 
Chings are moving for VOR- 
TEX. They've just signed a deal 
with US GOLD, who will be tak- 
ing care of the marketing side of 
things for them im future, and 
they plan to expand: Now that 
the markets moved on to Europe, and 
we've moved on, VORTEX has otul- 
gromn the VORTEX team and mith 
this deal, some ofthe pressure is taken 
affus. We can really concentrate on 
producing the sofhware, and the aim 
às to build a team around Cos to keeh 
producing the same standard of 
games, Fe have our orem standards, 
and intend to stick to them. We're 
looking for talented programmers up 
in Manchester, so if anyone would 
like to get in touçho, 

Obviously, with a six month 
lead time on a Costa Panayi 
game, there's unlikely to be 
another release in time for 
Christmas. But with the plans 
tor taking on extra hands, who 
Enows? Luke and Costa left for 
Manchester smiling enigmati- 
cally. They may have something 
tn the pipeline for the festive sta- 
son alter all... 
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place to find yourself. ... 


World Cup Carnival Vion world cup 
Rocco Complated | 
Match Day Won final 10-0 
Rambo Completed 45,175 
Pino for E4,53B 
Beater CPU on level 5 

Ai ho Skoo! Completed 
Match Point Beaten computer in quar- 
ter and semi finais : 

David Woods, ipawich 
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Quazatron DOF cliias fgaa 
Paul Simcox, Sutton Coldfigld 































Tantalus Completed 
TLL3 ns Ei Batman Completed 
tor Zone 2 Er 2 | L ad Jack the Nipper Completad 
CompletedStimes EAR ' Ps: sd A NOMAD Completed 
mperspons tod q Levels A o EK | sino. a Rollercoaster Completed 
ght Tyme Completed 
Shaun cita: Sheffiold Searquale Completed with 07% 
E opeye Need 3 hoarts 
peienito Dan Completed Highway Encounter Complated Skool 
Finders Keepers Completed Daze Complated 
Rollar Coaster Reached fun house Green Beret Hall way through prison 
Mr Zippo Jones, Manchester 


camp 

Ghost N' Goblins Got to monster's Lair 

Quazatron Two cities 

Pyjamarama Completed 

Ant Attack Completed 

Stop Tha Express Stopped d times 
Andrew Shand, Edinburgh 


+ Harriar Attack Completed 

Spy Hunter 10,131, 

- Chuckis Egg Level 12 
* Commando ninsdabs f 
* Wheslla Complet 
Winter Games era 223.6: Hot Dog 
10; Speed 40.0; Figure 3.5: Biathlon 
1.05 mins; Bobslsigh 21.06 secs: Fres 


















HR Skating 6.9 
| e ' Alea runo Sth boxer damolished 
amarama Completad “a i aboteur Completed 35,000 
E e RA Ep o A, e : Exploding Fist Sth Dan 


Mikie 327,400 

Starquake Comploted B5% 

Green Beret 119,150 Zone 4 

Spy Hunter 691,425 o 
Kaith Rutledges 


Cyclone Two missions completed 

Yie Ar Kung Fu 78,420 

Bombjack 615, 340 

Worid Cup Carnival Won 12-1 
Stephen (Falso) Autledgs 
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Producer: Lez Peranto Ltd 
' Retail Price: [15.00 inc P&P 
Author: Les Hartridge 


| aluton readers! As you can 
vidas, mi estas lemanta 
Esperanto, per la help de 
Esperanto First Half, a computer/ 
audio cassette package. This has 
been produced for the Spectrum 


by Les Hartridge, a retired school- | 


master from Croydon, who is one 
of two directors Of LEZ PERANTOLTD, 
| For those of you not fulhy conver- 
sant with the subject, Esperanto is 
an international language which 
was invented just under a century 
ago by a Polish chappy called Lud- 
wik Zamenhof. lt was his desire 
that Esperanto would become a 
lingua franca (just as Latin had 
been in the past) so that nations 


would be able to converse in a | 


common tongue. This, he 
believed, would foster good rela- 


tions between countries and con- | 


iribute to world peace. 

Esperanto is a phonetic system 
but unique in that one letter always 
comesponds tô one sound and 
one sound only. There are twenty- 
eight letters in the alphabet, 
twerty-two of which are the same 
asours. Most of the word roots are 
Latin-based (but don't be put ofi if 
you did Latin at school as there 
aren't millions of declensions to 
memorise), 

Somewhat refreshingly, 
Esperanto contains none of the 
mritating idiosyncracies which 
make our own language and that 
of other nations so problematio. 
tou won't find any silent conson- 
ants, irmeguiar verbs or perverse 

rammatical 


entirely logical, For example, all 


nouns end in “o”, all adjectives in | 


'a' and the present tense of all 
verbs in “as”. Identical to English, 
the deftinite article, “la”, remains the 


same whether the noun is mas- | 


| culine, feminine, singular or plural, 
which, if like moi, you hated French 
at school, has got to be a plus! 

Esperanto First Half comprises 
three sections: Espotext, Espog- 
ram and Espoword, which are 
designed to educate the student 
to what in relative terms would be 
GCE 'O' level standard. 


Espotext is a ten lesson course, | 


which provides a thorough gram- 
| matical grounding in Esperanto. 
There is a short introduction on the 
origin and development of the lan- 
guage and then the lessons begin: 
The lessons detail the various 
parts of speech and their respec- 
tive endings. Other sections deal 
with compound verbs, adverbs 
and other essentials of grammar. 
However, the grammatical stant of 
the program's content is by no 
means obtrusive. The text avoids 
jargon and is easily understood — 


In house language expert Tony Flanagan (well, 
he usedto be an English Teacher), takes a look 
at a new package which aims to impart the 
rudiments of Esperanto. ... 





constructions im | 
speranto. The whole system is | 


all grammatical terms are clearly | 


explained and accompanied by 
useful examples. 
Convenientiy, you have some 


| control over the pace at which you 


work — at every stage you have 
the option to continue Or to return 
to the index where all tha various 
sections are listed, The text, there- 
fore, never disappears before 


PROCESDT yEaN 
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WHOSE: =: Aires | 
ER in a 


tea o era hm a ee rir 


4 table of corretatives — all part of getting to grips with 
ESPERANTO — THE FIRST HALF 


4 little graphical assistance is provided when it comes to 


learning about Esperanto preposiítions... 





you've had time to read ft; indeed, 
you can read if as many times as 
you want before you move on, To 
consolidate the leaming process, 


| there are a variety of exercises | 
| designed to test grammar, voc- 


abulary and translating ability.'4 
Screen-wise, there is nothing 

novel about this program — most 

of the time it's text on a blank 
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| through Espotext, you can test 


background. Obviously, too much 
colour would only get in the way of 
the text, so it's probably just as 
well. In some sections, however, 

hics are used to good effect 
to facilitate understanding. In the 
Prepositions section, for example, 
a colourful bridge scene helps 
clarify what these items of gram- | 
mar are and how they are used in 


| 


CORRELATIVES 


















EVER | "+ TME 


sa 

H 

j pr o 4 o 
LE 

em sign a aff Es ESSE, 


de Seb nd El 


EL 


Esperanto. 
Once you have worked yourway 


your grasp of Esperanto grammar 
by lnading the Espogram próg- 
ram. In the lower half of the screen 
isthe beginning ofa sentence con- 
taining one, two or several blanks. 
Given at the top of the screen are 
twenty numbered suffixes. The 






| also given at the bottom of the 


| The audio tape, therefore, intro- 

























blanks are filled in by pressing the 
appropriate numerical key and in 
this way you build up a sentence 
of which there are fifty stored. Any 
errors you have made are shown 
at the bottom and any correetions 
are briefly explained. Your score is 


screen. 

As well às improving your grám- 
mar, the package — as any lan- 
quage package should — aims to 
increase your vocabulary. This is 
where the Espoword program can 
help. lt consists of 729 Esperanto 
woros and their English transia- | 
tions all of which are relevant to 
everyday life, On manual display 
there is a choice of any of nine | 
blocks (eighty-one words). In Auto 
display po choose one-third part 
of any block, that is, twenty-seven 
words, and you choose the time 
interval before the answer is given, 

Clearly, the written word is only 
one aspect of a two-hormed beast. 


duces the leamer to the pleasures 
of spoken Esperanto. First of all, 
the Espohear section, 
demonstrates nineteen Esperanto 
sounds which are either new to the 
English ear or whose use is limited. 
These are then demonstrated 
using fifty-seven words. With 
Esposay, you are required to pro- 
nounce each of these. First the 
tape gives the word number listed | 
in the notes, you pronounce the 
word and then the tape pro-| 
nounces the word as it should be 
pronounced. Espoself and 
Esponext give some indication of 
what  sentences o  fuent 
Esperanto sound like. 

Supplementing the tapes are 
detailed notes which reinforce and 
expand upon what has already | 
been explained, These contam 
some marvellous ice-breakers for 
the avid party-goer — such gems 
like, Do you eat water? or 'Is your 
mother a man?' 

Still, it is easy to be flippant 
about Esperanto because it's an 
“artificial” language. But when one 
considers there are over 100,000 
speakers world-wide, over 30,000 | 
books published in Esperanto and | 
approximately 50 national associ- 
ations, Someone somewhere must 
De taking it seriously. There is an 
idealistic thrust  underlving 
Esperanto that alone sets it apart 
from natural" languages, and its | 
adherents reveal something of a 
missionary mentality. Indeed, you 
may have found Les Hartridge | 
spreading the word (or WorE) 
from his mini-stand at the PCW 
Show this year... 

Allin all, this package is bursting 
at the seams with information and 
is well worth getting if you are. 
interested in mastering Esperanto. 
There's even a braintwisting 
arithmetical puzzle game thrown 
infor free — Flipit 
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| Retail Price: £8.95 
Author: Simon Davies 


5 Head Coach, it's your 
task tó manage an Ameri- 
can Football team to the 
heady heights of success. You 
need to keep a kesn eye on the 


odd bargain. Careful study of other 
teams is also needed to select a 
squad to counter the strengths of 
the opposition and take advantage 
of its weaknesses, 

Initially, you are given a choice 
| of one of the twenty-four teams 
which are grouped in fours, in six 
divisions. There are four skil 
levels: novice, rookie, veteran and 
ail-pro, A thirty-tyo player squad 
is made up of kickers, quarter- 
backs, running-backs, defensive- 
backs, line-backers, offensive 
“lnemen, tightends, wide receivers 
and defensive linemen. Players are 
numbered according to their posi- 
tions, with offense, defense and 
special team groupinas listed on 
separate screens. The team lists 
display various information on 
each of the 1300 players in the 
program — age, skillrating, fitness 
and form. Trading, the equivalent 








Producer: Mastertronic 
Retail Price: £1.99 
Author: John Darneill and 


Simon Freeman 


nthe days of the wild and woolhy 
West times mere hard. If you 
happened tó be the sheriff then 
times were doubly hard as people 


spect for anything or anyone In 
authority. In this game, Kane must 
iry and make peace with the 
Indians and keep law and order in 
his town. Kane needs a steady 
Rand, a Sure eye anda fast gun, 
What with runaway trains, ghost 
town ambushes and the perils of 
the prairie, he really has his work 
cut out for him, 

The game is divided up into four 
sections, each of which must be 
completed before you can prog- 
ress to the next one. There is a 
practice mode, where you can flip 
through all the screens before 
playing the game for real. 

section one involves shooting 
birds with a bow and arrow — the 
fsathered ones are traded with the 
Indians for lives in the later stages. 
Kane starts with ten arrows and 
loses one for every bird that is mis- 
sed. Every time he hits a bird, the 
number. of arrows in his pouch 
stays the same, The birds are shot 
by lining them up in the mobile 
| sighis before pressing fire. Points 
are scored for every bird impaled. 
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Producer: Addictive Games 


player market, geting rid of use- | 
less players and snapping up the | 





tended to have a healthy disre- | 





of the British soccer transfer sys- 
tam, takes place on weskdays. 
Belore each game, the com- 
parative strengths of both sides 
are detailed on the screen. The 
pitch condition and wind velocity 
are also given before kick-off — 


| important when deciding which 


“plays' to go for. Tha success of a 
field goal depends on the kicker's 
Sei from the posts and his 

1 

Matches are played out graphi- 
cally on the green gridiron. Your 
team plays in blue against the 
opposrmtion's black. A red bar 
across the top of the scraen indi- 
cales how much of the game has 
been played. É a game is drawn, 
there's a tie-breaker in the form of 
extra-time — the first side fo score 
wins. 

After the final score has been 
flashed up on screen, the results 
of the other matches are given, fol- 


lowed by the league tables show- | 


ing each team's current position, 
This is sometimes followed by a 
news tem sugoesting new training 
techniques or that a player has 


become available on the trade 


market. 


At the end oí the twelve game | 


season, six division winners plus 
Dna extra team trom each confer- 


Section Two is a ride across the 
praíne. With his trusty steed 
beneath him, the sheriff must jump 
the obstacies which present them- 
selves in his path. À misjudged 


| leap results in the horse throwing 


Kane and a life is lost. If the 
treacherous patch of praire is 
negotiated then Kane armives in a 
deserted E dor town. Butis It really 
deserted? Some mean outlaws 
start taking pot shots at you. You 
reach for your gun and start blast- 
Ira, 

Ten baddies in the town must 
be shot. The number of men killed 
is shown in red on the left hand 
side of the screen, while the 
number of mean critters left shoot- 
ing at you is shown on the right. 



















Kane has six bullets in his gun and | 


must run to the night of the screen 
to get more bullets. Baddies pop 
up trom the saloon, the bank and 
the general store and need to be 
shot before they disappear or 
shoot you instead. Ônce all ten 
baddlies have been sent to Boot 
Hill, you can progress to the Train 
Jourmey in section four. 

A train is out of control and onhy 
you can stop it and save the help- 




















san Diego play the LA Raiders — Ff's no score all round and a 





Field Goal has just been missed 


ence enter the plavofis leading to 
the Superbowl final. À twenty day 
period follows, set aside for the six 
rounds of the College Draft in 
which about thirty players are 
avalabie per round, 


CRITICISM 





€“ On the whole | don't really 
get on with games like this as 
they are often too complicated, 
brain taxing or just badly pre- 


less passengers. Kane has to 


negotiate another nasty piece of 
prairie, strangely similar to section 
two, jumping over all the obstacles 
on his trusty nag. The train must 
be caught up with and stopped 
within a certain time limit and once 
the passengers are safe, the first 
level ofthe game |s complete. 

There are three levels to the 
game, each increasing in difficulty 
and speed. Have you the guts and 
determination to clean up the wild 
West or will you end up on Boot 
Hill instead? 


CRITICISM 


O MastTERTRONIC seem to have 
taken their time translating this 
on to the Spectrum — and to be 





honest they shouldn't have 
bothered. Evewise the game is 
fairty attractive, with lots of col- 
our on the screen and some 
smoothly animated characters. 
Sound just consists of a few 
spot ts which are very 
accurate but sound lonely in a 
game that doesn't involve too 
much frenzied activity. The first 


Kane rides like the wind due to all those cowbor beans — he 


must stop the train and jump the desert vegetation fhat gets 


in the way 


“ EDACHES 
| E 


Se “a Eb 









sented — this is one such. Head 
Coach does not require a great 
deal of user participation so it's 


very hard to get into or play suc- 
cessfuly — ijt gets quite 
monotonous. The program 


responds slowly to keyed input 
and there are long delays in bet- 
ween some screens because 
it's written in BASIC. The 
graphics are generally sloppy. 
The sound is also minimal — a 
few spot effects during the 
game and a few trashy tunetteos 
on the title screen or when you 


stage — shooting the birds, is 


very inaccurate and | found my 
arrows  constantiy | going 
straight through the belly of the 
bird without affecting it at all. 
The first jumping stage is far too 


| easy and getting past the 
| 'shoot-out' stage is a doddle, | 


but the final jumping stage 
proved far to difficult to warrant 


| plodding through the first three 


paris. The game is very basic 
and doesn't require any brains 
at all. Kane may est tha the 
younger games player, but 
dt even they will be 
addicted enough to load it up 
again is very much in doubt. ” 


O This game suffers from a lack 
of screens. lt would be tun if there 
were about ten more sections to 
battle through. As it stands, there 


isn t really any lasting interest after | 


completing the first four screens, 
which are very easy. The graphics 
are a mixture of nicely animated 
lumpy characters and garish col- 
ours which, on the mhole, fail to 
pisase the eye. The sound |s also a 
bit imp. There are no tunes and 
onty a few spot effects. | don't 
recommend the game as it geis 
rs monatonous after a short 
me. | 


O | can't say, | lika Kane much, 
The graphics are pretty bad, and 
the game lacks enough content, 
despite its four stages, to make it 


addictive. Playability wise, Kaneis | 


fair, but even for [1.99 à doesn't 
seem like much value for money. 


The horse riding sequence isn't | 





| 


win. On the whole | didn't find 
this game playable or compel- 
ling so | wouldn't really recom- 
mend it. " 


| 6 Well ithadto come sometime. 


How could anyone live without a 
follow-up to the mega Football 
Manager? Looking at Head 
Coach, | know that | certainly 
could. it's got abysmal graphics. 
and Is dicult to get into, 


especially if you're not heavilyinto | 


American Football. Head Coach is 
tur to play, homever, if you've got 
the time to get started and once 
into dt E think dt highly likely that vt 
De à long time before you re out. 
Addictiveress is one thing that 
ADDICTIVE games do have, even if 
they are lacking in every conceiva- 
bte technical detail. Worth a look if 
you're a real Am Foot freak, but 
otherwise, unless you really flip- 
ped over Football Manager, fd 
recommend you stay away. ' 

O Nowlook guys! |knowsa thing 
or two about American Footy, and 
you have quarters in the game. 
Head Coach doesn't! It also tells 
you that your next play is the last 
one ofthe game. This is just not on 
— American Football also has two 
minute wamings, throwing the ball 


out of play to stop the clock and | 


time-outs. The game isinaccurate, 
and the player selection is termible. 
| was unhappy to see that you 
can't pick individual players for 
each position, and you can't give 
players names, Head Coachlis not 


onhy inaccurate, but terrbly boring 
to play, people buy this thinking 
that they are getting an American 
Football game, they'll be unhappy 
— k does nothing to enhance the 
image of the game in this country. 
Fancy an arcade Am Foot game? 


Get Superbowl. A bit more on the | ERRA 


strategy side? You wouldn't go far 
wrong with the angus game, but 
ADDICTIVE have got it all wrong. " 


COMMENTS 


Control keys: most of the 

keyboard used 

Joystick: not really needed 

Keyboard play: slow responses 

to input 

Use of colour: very BASIC, only 

necessary to decorate the text 

Graphics: mainly text, with a few 

Eneny pictures here and there 
und: few spot effects, with an 

awful Yankee Doodis tune 

Skill levels: one 

screens: fetd screen plus menus 

General rating: Naither a very 

playable nor accurate simulation 













exactiy difficult, and the gun 
fighting bit isn't any good at all. 
The first part (5 probably the best, 
and even that isn't up to much. 
Though à might just be fun for a 
while, | don't think Kane is really 
worth the money asked for dt. " 


COMMENTS 


Control keys: Q up, À down, N 
left, M Tiga, Z fire'jump 
Joystick: Kempston, Cursor, 
Interface 2 k 
Keyboard play: average 














Use of colour: good, lots used 
Graphics: not amazingly good 
Sound: spot effects 

Skill leveis: three 

Screens: four 

General rating: Not terrible, but 
nothing special, either 
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Producer: Atlantis 
Retail Price: €1.99 
Author: B Jones 


skills in five events, this time 
at a budget price. Weight lifting, 
canoeing, the 200 metre sprint, 
shooting. and discus throwing all 
feature, and what's more you dont 
need any fancy equipment or 
months of pre-season training to 
Compete. 

At the start of the game three 
lives are supplied, and a life is lost 
each time the player fails to quality 
in an event. After each event the 
scoreboard appears on screen, 
updating the points won and 


| events, 
| monitors performance and miedals 


Bre's another sporting simu- | 
| lation designed to test your 





number of lives remaining, and at 
the end of a circuit round the five 
a High score table 


Won. 
This pentathlon commences 
with weight lifting, and a well timed 
press of the Q key is needed to 
build up enough strength to heave 
the wetghts off the ground. A hand 
on the power clock at the top of 
the screen whizzes round and has 
to be stopped at the 'noon' posi- 
tion for maximum power. If a lift is 
successiul, you keep going until 
the qualifying weight is reached. 
Failure costs a life and a smug 
helicopter flies past with a banner 
that reads “rubbish”, 

To get through the canoeing 
event the O and P keys are used to 





Poor old Cam. He prodded the O key at the wrong moment, 
stopped the clock too s00n and gave fhe helicopter pilot the 
chance to fly out and be rude. . 





manceuvra a kayak down a slalom 
of boulders which poke out from 
bengath the water. A meter at the 
bottom of screen shows how 
much of the course is left to get 
through, and contact with a boul- 
der results in failure, 

The 200 metre sprint has your 
runner scooting along a seemingly 
never-ending track, Speed and 
distance bars show how the race 
5 going, and the power clock 
method is used again, this time to 
build up speed — misjudge the 
tuming ofthe prod on the Q key and 
speed |s lost, but get it right and 
the runner accelerates. At the end 
of a race the qualifying time and 
actual time taken are shown, and 


the rude helicopter pilot flies past 


f youfail..., 

Skeet shooting puts the player 
in control of a cross hair sight and 
the idea is to blast the qualifyving 
number of skeets out of the air. Lit- 
tle meters at the bottom of the 
screen reveal how many skeets 
are vet to be released and the 
number of shots remainno. 
Skests whizz into the air, launched 
alternately from a position behind 
trees on either side of the screen. 
As usual, the chopper pilot is wait- 


he fifth event, the discus, 
involves two little power clocks — 
one has to be stopped dead on 
'noon' with the À key to determine 
the angle of the throw, and another 
stopped with the OQ key to deter- 
mine the power behind the throw. 
And ves, the pilot's waiting! 





CRITICISM 


O “This game is bad in every 
sense of the word. The graphics 
are awtul, the colour is messy 
and unattractive, the scenario 
unoriginal, and the whole thing 
is just one big lump of unplaya- 


bility and unaddictiveness. H's | 


not a joystick-killer — but the 
clock stopping is rather inaccu- 
rate ... Hint! prod the OQ key 
when the needie is at the 10 
o'clock position during the 
sprint for maximum power, 
rather than when it is at noon. 
Even for a couple of pounds this 
game is poor — you might want 
to persevere until you've seen all 
five screens, but | doubt you'd 


WOW What variety... O 


want to come back to it " 


O “The graphics are some of the 
best ATLANTIS have ever produced 
— not such a hard feat — and con- 
sist of a | loading screen and 
some fairty large, smoothiy ani | 
mated characters. The sound is | 
very basic, involving some sound | 
loops up lhe musical scale, and 
then some down the scale — 
lympiad 
86 contains very little to keep the 
armchair sportsman interested 
further than seeing the loading 
screen. |! expected  morê 
keyboaravjoystick bashing, al | 
got was a consistent pressing of 
keys at long intervais. | didn't even 
feel panicked, never mind break- 
ing into a sweat! " 


O The trend for track and field 
games ended months ago, and 
this latecomer doesn't add much 
to the genre, evenat the low asking 
price. The gameplay is very slow | 
and on two of the five screens you 
only have to use one key so it all 
gets very monotonous. There are 
no tunes, the spot effects are min- 
imail and the gameplay is hardly 
exciting — a mix between 
unpiayability and impossibility. I'd 
keep well clear of this one if | were 
vou, as ff |& very primitive. " 


COMMENTS 


| Control keys: Q,4, 0, P, SPACE: 


varies from event to event 
Joystick: not applicable 
Keyboard play: not always an 
accurate response 
Useofcolour: lotsofit;a bit garish | 
Graphics: nothing special 
ue Ens spot effects 
Mil levels: gets progressivel 
harder is : 
Screens: five one-scrgen events 
General rating: Even as a budget 
title this game adds nothing to the 
decathlon/sports genre 
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Producer: Ocean 
Retail Price: E7.95 
Author: 


| |: here at last! Knight Rider has 



















finally been released by OCEAN, 

Michael, his co-ordinator Deven 
and the super car Kitt are once 
again on the trail of baddles. At 
their Atlanta HQ the duo receive a 
message from Dever, informing 
them that a bunch of terrorists are 
up to no good — Deven also hints 
that the terornsts may have 
designs on world domination ... 
Ecek! 


Michael and Kitt set oif on a 
perilous mission to try and stop 
those dam terrorists from starting 
Worid War Three. The onky trouble 
is, nobody actually knows where 
all this terrorist activity is taking 
place, so Kitt and Michael have to 


America at insane speeds, collect- 
ing clues before the time limit on 
| the mission runs qui. 

At the beginning of the game 
you are presented with a map of 
the United States and a menu of 
cities which can be visited. Kitt 


suggesting a city in which there is 
terronst activity. Now t's upto you 
and Kitt to zoom down to that par- 


Producer: Macsen 
Retail Price: £8.95 
Author: GBA Cyf 


ME AcsEm specialise in pro- 
M ducing  computerised 
versions of well-known 

TV game shows, and this darts 



























hia cute striped overall first 
appeared on TV sets tuned to 
Central TV. This two-player game 
has four rounds, with a practice 
option available to help you gain 
confidence when throwing the 
darts at the dartboard. 

There are nine skill lavels in the 
game, selected at the start before 
the players' names are keyed in. 
Darts are aimed by using the cur- 
sor keys to move a hand below the 
dartboard to the left and right. À 
strength bar display in the status 
| area monitors the power of the 
throw — the harder the throw, the 
nearer to the top of the dantboard 
the dart lands. The strength meter 
rises when the Cursor Up pag À [E 
held down — releasing the key 
| throws the dart. 

Each player is summoned to the 
ockey in tum by Bully, À dartboard 
with ten sections labelled A to J is 
provided in section one. Each let- 
ter represents a different subject. 






tions on and then throw a dart so 
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| milometer ticks down as the desti- 


ticular city as fast as possible to 
see what's going on. Kittis a pretty 
unusual car and unstoppable. 
Once on the road, enemy helicop- 
ters rise up from the horizon trying 
to inflict serious damage. A meter 
on Kitf's dashboard clocks up the 
damage and when the level se 
too high you have to get KM 
repaired at the next town — which 
is rather time consuming. 

Mike can drive with Kitt firing the 
lasers, or Kitt can drive (more 
stowly) and let Mike do the shoot- 
ing. A digital speedometer reveals 
the rate of travel, and another | 


SCORE 
DRISO 


nation city gets closer. Lasers, Of 
course, overheat and too much 





eme 
LASER 


LRHRARGE 
A STFEERMH 


drive like mad things all over | 


passes on a message from Deven | 


shooting leaves the car defence- 
less while the lasers cool. 

On arrival in a city the view 
automatically changes. Mike 
enters a building patrolied by 
guards, The action is viewed from 
above, and as Mike never carries a 
gun, he must avoid the enemy by 
sheer skill and some speedy foot- 
work as he picks a route to the 
other side of the maze. Contact 
with a guard sends Mike back to 
the beginning of the current loca- 
tion — very time consuming. New 
orders scroll across the bottom of 


Zooming along the yellow brick road to the next city with Kitt 
looking after the lasers and Mike in the driving seat pulling 
240 mph. Blow the choppers outofithe sky... 


city, on the trail of those power- 


crazed terrorists. 

Tha opening menu allows you to 
select a plot to the game, or the 
scenario can be allocated at ran- 
dom. À time limit, monitóred by a 
clock on Kitt's instrument panel, is 
set and the mission Tails if the time 
expires before all the locations 
have been visited and maze prob- 
lams solved. Then it's back to 





game hosted by Bully the bull in | 


Select a subject to answer ques- | 


the screen once a maze has been 


Atlanta, and time to start vet 
negotiated and it's off to the next 


another mission to save the world. 


É 


that it lands inside the segment of 
vour choice. À miss means y0u 
must answer a question on 
whichever subject your dart lands | 
on. Score a hit, and bonus points 
are awarded before thã question | É 
is asked. There is only a certain | É 
amount of time in which each 
question must be answered, but 
players usually get two attempts. 

ound two consists of regular 
darts throwing. Each player is cal- 
led to the ockey three times and 
throws three dans, going for the 
highest score. Whoever has the | | 
highest score after each tum gets | | 
to answer a general knowledge 
question which wins more points if 
answered correctly. An incorrect 
answer gives the question over to 
the opponent. Then it's on to 
round three... 

Whosever is winning at this stage 
in the game has a bonus question, | 
and the chance to collect more 
points. On round three the player 
is presented with a dartboard with 
sixteen segments on it, eight black 
and eight red. Each red ent is 
worth bonus points, while the 
black areas dont matter. Nine 
arrows are supplied and the bonus | 
value ofaredarea is woniasingle | 
dart lands in it. However, if you hit 
the same red segment twice, the 
bonus value is deducted from your 


SCore. 
is purey for 


gamblers. The leader is asked 
whether he or she wants to gamble 
the points collected so far — 
gambling is optional and if the 
leader declines then the chance 
passes over to the other player. À 
regular dartboard is presented on 
the screen, and scoring over 110 
points with the four darts supplied 
doubles the score if you decide to 


the score amassed is halved, 

Two additional question files are 
supplied on the cassette should 
vou get too familiar with those in 
Section the basic set, and a mini-league 


four 


gamble. Score less than 110 and | 












é “ Well, | wonder how many 
people will be disappointed with 
Knight Riderafter waiting over a 
vear. | didn't really expect that 
much from this game, as Ameri- 
can-all-action-TV-series games | 
are normally pretty dire. This 
one was a shock! The graphics 
are appalling on the driving 


AHERORM 
TO THE 
OCKEY 





Cameron Pound plays with pet another Alter Ego, this time 
taking himself on at BULLSEVYE 


table records players' progress in 
the games played during à ses- 
sion. 


CRITICISM 





O “Buliseye is not a good game. 
Frankly, | don't like it at all. The 
graphics are too big, and the 
game is difficult to control. The 
tunes are annoying, and they 
make long waits necessary. Às 
far as playability and addictivity 








| tell e ea the truth they 
d 





screen — the road jerks from 
side to side badly and the 
characters are poorly defined, 


but the graphics are quite nice 
on the other screens. bird's 
eye view works, and the charac- 


ters are animated well. The 
sound is fairly good with a nice 
tune on the title screen and a few 

effects. Overall 


spot 
| oa there's not much game 
when it comes to actually play- | 


ing it,” 


O CI fait that Knight Rider mas 
very shallow in content. Graphi- 
caliy, the game stars off very 
promisingly with a superb ioading 
screen but my hopes were 5con 
dashed mhen | jumped into Kitt 
and found that Pia th the 
States was like driving over the sea 
on a sandy road! | found the game 
extremely to play, and soon 
felt | had played all there was. The 


| four plots are ipi fd to solve 


and most people would only 
spend a few E 
me through, doubt the 
night Rider name will ensure this 
game gets to Number Une in a few 
charts pi soon! E still wouldn't 


bupit... 


O “lf you're more into enjoying 
the games that you buy 

Rider is one game that should be 
avoided. Really, after the amount 
Of time spent developing this I'd 
have thought ocEAN could have 
done a lot better. Gameplay is very 


| are concerned, | dont think that 


Buliseye is worth commenting 
on at all. The game is, in a word, 
bad. H you're a dedicated addict 
of the TV series, then a) I'm very 
sorry for you, and b) you might 
like this game. Otherwise, leave 
well alone. “ 


O “Ugh! What a hormible game 


| show, who in their night mind 


would make it into à computer 
game? Weil macsen have and to 


a job on Vire as coulo 
oa done. At first sight mt looks 
pretty enough: there are a few nice 
big and colourtul cartoon-like 
graphics and the board is well 
defineo. There is a little colour 
Clash, but it isn't really that notice- 
able. The sound is about average 
few this lype of game; there |5 a 
tune on the title screen and a 
couple of spot effects during play. 
The gameplay, unfortunately is not 
half as good as the presentation 
— long waits belwéen screens 


and slow resp to keyboard 
input makes this already uninspir- 
ing game very monotonous 
indeed, * 

O “| suppose vou can't expect 
much from a computer game that 
is based on a program. like 


Bulseve — and the final result 
gives you even less. | must admit 
that Bullseye isn't as bad as some 
of the games that MACSEN have 
brought out — but what the game 


lacks is answers. As with Play Your . 


plaving the | 


y haver t done 


simplistic, and dota gets tedi- 

ous — there's no real impetus to 

keep playing once you've gone 

through a few driving and maze 
sequences and some of the 

graphics ar are just not upto seratch. 
nt buy it. 





"COMMENTS | 


Control keys: W up, S down, N 
left, Mright, Q fire, P pause, CAPS 
SHIFT and SYM SHIFT quit and 
restart 

Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: responsive 
Use of colour: a bit plain, but no 
clashes 

Graphics: dodgy on the driving 
a okay on the mazes and 


ond: neat tune, adequate spot 
efiects 
Skill levels: one 

: map screen, scrolling 
road and maze section 
General rating: After the intermin- 
ably long wait, a major disappoint- 
ment — simplistic gameplay and 
sind special on offer 





Cards Right, you can get the ques- 
tion wrong and no one will tell you 
the answer — most infuriating. T 

graphics are quite good, with nice 
drawings of Bully and a neatiy laid 
out dart board. Unfortunately TV 


quiz games on computer justdon't | 


work in my opinion... . halfthe fun 
is audience reaction and comper- 
ing, and this is sadly missing from 
computer versions. " 


COMMENTS 


Control keys: Cursor left, right 

and up 

Joe not applicable 
Keyboard play: a bit too respon- 

sive for fine control 

Use of colour; okay 

Graphics: detailed dartboards 

and adequate Bully 

Sound: tune and occasional spot 

ettects 

Skill levels: nine 

Screens: one for each of the four 

stages 

General rating: A straightforward 

and rather uninspiring version of 

an uninspiring TV show 
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There's a bumper crop &f goodies 
tor the Spectrum ond QL User at 
this pear's Autumn Microfoir in the 
Central Hall, Westminster, on 
Saturday 25th October B6'. 

See all the New Seoson's 
products including the New 
Spectrums, — plus the usual 
fantastic Microfair bargains, with 
big reductions on selected 
hardware and software. 

The Show ofters full support 
for al the SINCLAIR mochines [and 
compotibles), with a huge range 
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Pense send me 
(Adudos 68 E 1,50) 
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Mudbreng: 


advance tickets 
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Please inchude a stamped, self cidressed envelope amd make cheques/POs payable to ZX Microfai | 





of software, peripherals, books 
and magazines on sale — just 
about all you wanted for your 
computer under one roof! 

Talk to the experts on the 
User Club stonds or find special 
bargains at the bring-and-buy. 
You'll enjoy o great day outin a 
friendly atmosphere, 

Send NOW for the reduced 
price advance tickets on the 
coupon below, 

— You'll be nuts to miss 
this show. 


IN MICROFAIR 


- 25th October 86 


At the Central Hall, 
Westminster SWI 


10am—6pm 


Admission £2.00 (Adults) 
£ 1.50 (Kids under 14) 
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SEND FOR REDUCED PRICE TICKETS TODAY Va 
Send 10 Mike Jobmstoa (Crganiser), Dem EZX MICROFAIRS, 71 Park Lane, London NI7 0HG 
Plegse send me 
(Child under 14 & ELOD) 


advance pokeits 
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Exhibitors ring Mike or Moira on 01-801 9172 for details of stand availability. 
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| Producer: Imagine 


| ously from the very top of the 
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Retail Price: E7.95 
Author: 


id you thnill to Wimbledon 
| this year? Do you dream 


that one day you too will 
beat Boris Becker or thrash Mar- 
tina Navratilova in three straight 
sets? Well, Tennis, IMAGINE'S cON- 
version of the Konami arcade 
game might help realise your 
dreams to some extent. 

In this version of tennis, the 
computer can play singles with 
one player or doubles against two 
players fighting for keyboard 
space. Alternatively, two humans 
can fight it out, head to head. The 
scoring and rules are taken from 
real tennis, except the computer 
acts as umpire too, flashing deci- 
sions onto a central screen at the 
back ofthe court. There's no room 
of argument: if the ball lands on a 
line then the shot is “in; ifit lands 
outside à boundary line the shot is 


| “Ou 


Players take ft in turns to serve, 
with the service changing after 
each game. To serve, press fire to 
lob the ball into the air, and fire 
again to send the ball flying over 
the net, The timing of the second 
press oí the fire button is crucial as 
it determines where the ball lands., 
the ball lands “out”, the computer 
flashes a message onto the umpire 
screen and the server gets a sec- 
ond go. f you muck the second 
serve up as well then the point 
goes to vour opponent, 

The screen shows a tennis court 
as seen from the stands at one 
end. The direction keys or joystick 
control the movement of the 


| Playeris) on the court, and a prod 


of the fire button atthe appropriate 
moment makes a shot — the 
stroke played depends on the 
direction in which the volleying 
jr ag is facing. 

During each game the score for 
sach player or team is shown on 
the night of the court, and at the 
end of game the score is transfer- 
red to the main score board, 

The audience watches anxi- 


screen. You must play your best 


as they're all rooting for you in | 


amongst the bottles of bubbly and 
strawberries and cream. 


O “After the delights of 
IMAGINE 's Ping Pong, | was hop- 
ing for an equally great follow 
up. Being both an avid table ten- 
nis player, and a bit of a tennis 
nut, | find it difficult to get 
excited about this game, espe- 
clally as its sister program is so 
good. Compared to a good, 
challenging game of the real 
thing, IMAGINE's version is more 
of a “knock the sponge ball over 


















































Specey 1 plays Specey 2 and it's fifteen-jovo as the ball flies 





over the net... 


the washing line with a plastic 
bat" game. Okay, so it scores 
correctly, follows the rules and 
has got all the lines in the right 
place, but the game itsell is 
strongly lacking. Maybe fans of 
the arcade game (which | 
havent seen) will flip over this, 
but speaking as a fan of the real 
thing, | dont like it much. " 


O “Fing Pong was a bitofa lat 
down for me, so | didn't really 


expect much from this game and | 


didn't really get much either. As 
sports simulations go Tennis is 
about average in most respects — 
à doesn't really bear much 
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resemblance to the real thing but it 
is fairty good fun to play in short 
doses. The graphics are disap- 
pointing: the characters are unde- 
laited and the pitch is cul. The 
sound effects are also a litile on 
the bland side with only a few 
effects and some very annoying lit- 
tie tunes. [would only recommend 
this one to hardened sports simu- 
a freaks, as it isn'tioo compel- 
ing. E 


O “lim the self-prociaimed 
Number One fan of Match Point, 
and | felt my favourite tennis game 
could be under threat from IMAGINE 
— who have come out with loads 





| of good sports simulations on 


Spectrum. After playing their con- 
version of Konami's Tennis for 
quite some time, | came away feel- 
ing that the game was lacking, 
both in the overall number of shots 


| Yourcan play and inoverall realism. 


Hound you had very little control, if 
any, over the type of shot you 
could play. The game alwa 

seemed to be on the move — ft 

computer player wasn't moving 
irantically between 8 and 10 pixels 
to the left and right, it was the con- 
stant, uncontroliable tapping of 
your players foot on the court. | 
found this extremely iritating and 
tring on the eyes. Tennis didn't 
play properly: it takes a while to 






get used to the ball bouncing at | 


different heights at the mostunreal 
moments, and the players seemed 
to like the idea of running and hit- 
ting the ball at the same time. 
Graphicaly, this game far out- 
bashes the old psson game, but as 
to who gets the Match Point... 
Need | say more? 





COMMENTS 


Control keys: redefinable: up, 
down, left, right, fire 

doystick: Kempston, Cursor 
Keyboard play: responsive 
Use of colour: mainly monoc- 
hromatic 

Graphics: not wondertully 
detailed 

Sound: burbly tunelet and spot 


a q 
| Skill levels: one 


Screens: just the court 

General rating: A disappointing 
tennis — not the strongest 
of the Konami conversions by a 


long chalk 








Producer: Thor 
Retail Price; EB.95 
Author: The Thor team 


ACUPS, the international 
Commission for Universal 
8 Problem Solving, — arelooking 


| for special agents of the highest 
calibre. Obvioushy, they fee! they 
have to-test the ability of any pros- 
pective agent and so this promi- 
-nent organisation has devised two 
| tests designed to assess just how 
well a would-be agent functions 
under stress. It's no good having 
any Tom, Dick or Harry or even a 
Wally when there's an important 
mission to complete. The game 
falis into two sections, both of 
which are designed to test you tô 
the limit, 

Theaction begins ina space tun- 
nel with you in control of am 
interstelar Escort Ship. The 
screen scrolis downwards as YOU 
travel upscreen through three sec- 
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| tions of space which ultimately 
lead to the enemy starship. Along 
the way vou must dodge and 
weave a way through swarms of 
remote control alien craft. At times 
it's very much like aerial bumping 
cars as enemy craft, not lethal in 
themselves, try to nudge you into 
the concrete walls either side of 
the tunnel or into the more lethal 
veitow craft. A collision with one of 
these is enough to lose one of your 
four lives, and there are the usual 
to oes to avoid. The yellow 
flying saucers cannot fire but must 
be avoided as collision is fatal, The 
other vellow craft cannot be 
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destroved so it's really a matter Of | 
keeping clear. 

As you proceed through the 
three sections the acore and the 
area (either À, Bor C) are indicated. 
The tunnel walls of each section 
gre different in colour so ts clear 
when one section has been com- 
pleted. A small window in the night | 


| hand corner shows a laughing face 


when you lose a life — just to rub it 
in. Lives are indicated by icons of 
the Interstellar Escort Ship in a 
panel on the lefi-hand side of the 
screen. 

Following the straightforward 
shoot em up ofthe first part comes 
the second test. Having reached 
the enemy starship, you find q 
selfin control of a DEEN Mk Il— a 
Hostile Environment Anthrobot no 
less. Four parts of a bomb which 
have been secreted somewhere 
within the enemy ship must be 
found. Insect-lke nasties afe 


At the end of the two tests, an 
assessment is given of overall per- 
formance as well as a total score. 
Only by completing the tests to the 
examiners” satisfaction will you be 


accepted as an elite member of | 


the ICUPS team. Good luck! 


CRITICISM | 


e “THon have really let me 
down. Their stablemates ODIN 
turn out really respectable 
games like Heartland and Nodes, 
now there's ICUPS. Of the two 
stages the first is a very boring 
shoot em up, very similar to Spy 
Hunter and the second is like a 
very basic arcade/adventure 
resembling Sabre Wulf. | found 
both these stages uninteresting 
to play and not the least bit 





Flying through the maze in the second phase of ICUPS, your 
droid is about to collect one of the bomb components — It 


lurks under that dorme which has 


to be biasted away before you 





get you mitts on ft 
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h sr njojs 
determined to get in the way and 
need to be avoided or zapped with 
vour laser qgun., There are 64 
screens inall so there's a great deal 
of exploring to do and you can 
move in any direction using the 
same keys as previoushy In the 
weightlessness of the enemy 
spaceship there's an altogether 
different speed from the previous 
section. The robot flioats up and | 
down, turning this way and that in 
his attempt to find the four parts. 
In addition to the flying insects, he 
meets a Jaw-Head, a Bolt-Head, 
and a duck that sproings about in 
kangaroo fashion. , 
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addictive. The graphics on bath 
stages are detailed and large, 
and this is the only part of the 
ame that is the least bit decent. 
p on is smart, and 
accompanvying the bright title 
screen is another superb multi- 
channel tune. Not much game 
though. ” 





| 6 “The first stage is easy after à 
lítile practice, and the second par! | 


is better, mith your android mobbl- 
ing around the place with really 
excellent inertia effects. | think, 
though, that the game is let down 





| second part looks and plays a lot 


| Graphically ICUPS is excellent on 


| RSI E | 


| decelerate, alternate bottom row 


| Use of colour: very good, with 


| Graphics: nice sprites, and good 









































by the necessity to play past the 
scroliing section to get onto the 
maze part. The blast em up bit is a 
fittie boring and, aithough looking 
very 90d, dunng play doesn't 
Ro move as well as ft should do. 

rail, ICUPS is not a bad game 
at ail, but | really do expect some- 
thing with more addictivensss and 
playability fom a company 
associated with such classics às 
Nodes of Yesod and Robin o' the 
Wood. 


O“ Atlong lastICUPS is here and 
what a let down it is too. All in all, it 
isn't a bad game but à justisn'tas 
original as it could have been. The 
first bit plays quite quickly but is 
very difficult to get through. The 


like the Yêsod games although 
your character's jet pack and lts 
realistic inertia adds a novel touch. | 


all counts: the backgrounds are | 
well detailed, the characters are 
very nicely animated and there is 
plenty of attribute free colour. The 
sound is also first-class, with a 
great tune and some admirable 
spot effects. This game lacks a lit- | 
tie in addictive qualities and playa- | 
bility, otherwise it is well worth its 
relatively high price tag. " 





Control keys: top row fire, second 
row thrust/accelerate, third row 


left'right 

Joystick: Kempston, Cursor, Inter- 
faco 2 

Keyboard play: fast and respon- 
sive 


limited amounts of clashes 


scrolling 

Sound: ace tune on the title 
screen, with spot effects during 
the game 

Skill lovels: ones 

Screens: three areas in the first 
part of the gamie, with 64 in the 
second section 

General rating: A good game, but 
a disappointment coming from 
such a well established stable as 
THOR and ODIN 
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Producer: Mirrorsoft 
' Retail Price: £9.95 
Author: Rod Hyde 


| trike Force Harmier is a flight 

ma simulator set in a Harrier 
| Jump det along with a full 
| battlefield mock up. Theres 
strategic planning to be coped 
with as well as competent contro! 
Of your aircraft. And of course this 
only comes with practice. 

Your mission is to destroy the 
enemy HO and set up your own 
ground sites at the same time. To 
make things a mite harder, enemy 
tanks and aircraft are gunning hard 
tor you. Tanks must be destroyed 
before you can set up the site. 
Once a site has been established 
the tanks start to threaten your 
new won ground and so on... 

After loading, you are presented 
with à menu of options. To begin 
with it is probably advisabls to 
watch the Demo mode and then 
select a practice option until you 
get the feel of things. Once compe- 
tent at handling the craft it's on to 
Combat duty and thats when 
things really start to hot up. Às you 
can imagine, handling a Harmier 
requires a lot of controls. A joystick 
or the keyboard can be used, but 
even with a joystick, keys are 
needed too. The game comes with 
a g'-page booklet packed with 
instructions and fight movementa. 
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Although a daunting prospect it's 
a g00d idea to have a quick read 
through or else you'll find that your 
missions are curtailed rather 
quickly. 

Strike Force Harmrier can be 
played on two levels. It can be a 
shoot em up on one level, but for 
people really into flight simulators, 
t can be played as a mock up of a 
real battle with strategic objec- 
tives. For the commitled games 
player the instruction booklet is 
essential to get a full grasp of 
what's going on. 

“Overlaid on the cockpit view is 
the Head Up Display. This shows 
your vertical speed indicator, air 
speed indicator, the gyro (reveals 
your direction of travel 


zon. The HUD can also display 
additional information when the 
relevant key is pressed, 

The Harrier carries an impres- 
sive inventory of weapons. You 
have two Sidewinder air-to-air mis-= 
siles with a five mile range that 
automatically home in on a target 
selected by a sight on screen. 
Tres 1,000lb bombs and 250 
rounds Of cannon shell with a five 
mil rangé are also on board. The 
cannon isa bit tricky to fire cor- 
recthy because (low technology 
stuff this) you need to be pointing 
more or less directly at your target 
— should this be a tank, then obvi- 


| heightand | 
your pitch above or below the hori- | 





ously you're diving straight for the 
hard ground... 

The air attack radar indicates 
the position of enemy aircraft 
within a radius of five miles. The 
Friend or Foe tracking radar 
situated at the bottom of the 
screen indicates enemy aircraft 
positions, mountain peaks and 
YOUr OWT-mOvIng track so you can 
tell whether you are closing with or 
leging from the enemy. Tanks end 


ED OPina alonga on the straight and fovol — are those enemy 
forces waiting to be allacked* 


| then a conventional take off is 


Above lho clotulo In ho 
pursuyitoran enemy 
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ammunition sites are also shown. 
Three types of take off are relev- 

ant to the various ground condi- 

tions. lf the airstrip is prepared, 










sufficient. From unp 

ground a short take off is neces- 
sary at an angle of 45 degrees. The 
Harrier, however, really comes into 
its own when there is no take off | 
space since it can lift off vertically. 
à hovering mode is also possible 
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| this type of game, with some 








and there are three types of land- 
ing as well (conventional, short 
and vertical). 

Three leveis of combat difficulty 
are provided: Pilot, Commander 
and Ace which make different 
demands on the skill of the pilot. 
Ht's up to you to master the controls 
and prove your abilities ... 


CRITICISM 


e “ Flight simulators aren't the 
most immediately 


? ely easy to play. The 
graphics are jerky, a feature all 
too obvious in most games of 
the genre, but MIRRORSOFT have 
done a fair job of making an 
enjoyable game in a field where 
there have been too 


best on the Spectrum, Sirike 
Force Harrier is quite reasonable. 
As a flight sim, this is pretty 
good. ” 


O “What yet another Flight 
simulator? That makes two in two 
months. Strike Force Harrier is ds 
neariy as boring as many oth 

Hight sims | have played recently. 
There are loads of nasties to shoot 
down so it isn't just a case of leam 
how to fly and then shoot down a 


couple of planes — this is really | 


action-packed stuff. The graphics 
are pretty much run-of-the=mill for 


sloppy characters and jerky 
screen serolling. The sound is 
sparse, no tunes and only a few 
spot effects. If you like Night sims 


or vou think you will if the right one | |! 


comes along then you'll probably 
get on with this. " 


O “ Now this is more like it! After 
my disappointment with AGE, | 
was glad to get my hands on a 
proper, fun-filed, action-packed 





playvable | 
games on the market, | can tell | 
you, but Strike Force Harrier és 


many duff | 
efforts. Though by no means the 





flight simulator. Sinke Force Har-| 


rier has allthe makings of the best 
fight simulator on the Spectrum — 
even as good as Spitfire 40, 
another superb flight sim from MiR- 
RORSOFT. À superb manual is 
included in the package contain- 
ing simple, easy to read instruc- 
tions with neat diagrams to explain 
ail the possible movements you 
can use for avoiding missiles, 
attacking HO and so on. The man- 
uai is an essential read, but can be 
skimmed over if you're very eager. 
The graphics are excellent and 
add to the realism. The plane itself 
f very fast reacting and behaves 


as you would expect a Harrier to | 


behave — you even get your wings 
ripped off if you descend too fast. 
Strika Force Harriar is as near as 
most of us will get to Tiying à com- 
bat plane — and its a mighty bit 
cheaper and safer! * 


COMMENTS 


| Control keys: almost every key on 





the keyboard used! 
Joystick: Kempston, Interface 2 
rd play: responsive 


Use of colour: straightforward but | 


effective 

Graphics: jerky scrolling, but 
otherwise fast and realistic . 
Sound: average 

Skill levels: three 

General rating: À flight sim with 
plenty to do — rather more 
demanding than most 








| Weeks of enthralling entertainment 
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“enjoyment of building a team that can climb up 


| through the leagues to win the Superbowl. 


Not only will you manage the quality of your team, but 
“also direct each actual gameplay throughout every 
| match, thus driving your creation up through the tables 
to success. 










£8.95 for the Spectrum 
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IF you play Addietive games you must 
want one of these (the shirt!!). Small! 
MediurmyLarge or AL —E4-S0 each 


Addictive products can be bought from — ss, k 
all good software stockists butincaseof Dm 
difficulty may be obtained directfromus. Bs 
by mail order at the prices shown (UK 
P& P included butoverseas customers A 
mustadd £ 1.50). dE 


| Access orders can bee telephone throcgh on fls aii acento 


f 





A E N 
EA Va Addictive Games Ltd 
4 NO Albert Road - Bournemouth 


Pd Dorset BH] IBZ - Tel: 0202-296404 
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Producer: Piranha 
Retail Price: E795 
Author: Don Priestley 


t's no fun being a minion — all 
that scampering around after a 
Etireless master, vi tedious. 
Poor old Berk the chef! Shut away 
in the bowels of a damp and 
loormy castle, his sole vocation in 
lite is to wait on his hungry master's 
every whim, 

The castle i5 very messy as well 
as being very damp and cold. With 
only Berk to tidy things up and lots 

minor. minions scampenng 
| around untidying it, the place soon 
| becomes very disorganised. Berk 
must move around the rooms in 
the castie collecting the objects he 
nãeds to feed tha boss. He can 
move left and night and in and out 
of the screen — much as the cent- 
ral character in Don Priestley's pre- 
vious games, Popeye and Benny 
His Madcap Chase moved 
around the playing area. 

Berk's master is a very impatlent 
sort of fellow. At the bottom of the 
| screen an Angry Meter monitors 
| Thing's mõôod — when the hungry 
| one gets really furious on account 
| of the delay. nf cancels the order 
and demands something else. 

A large trapdoor nesiles in the 
start location, and all sorts of nasty 
beasties lurk:in the dank region 
below it. Berk needs a specific 
trapdoor monster to complete 
each task. Apart from the useful 
objects and creatures, there are a 
hot of pests beneath the trap- 
door ... Every tima Berk opens 
the portal he has no way of telling 
| what might lap out — t's just a 
question of opening the hatch 
quickly and slamming ft shut 
pronto f an undesirable beastie 
shoots out. Ghosts say Boo and 
startle Berk so much that he jumps 
to another room in the castle — 
they only go away | they're ted. 
Watch out for the flame thrower 
monster because he's very unkind 
to our Minion. 

Cooking utensils and useful 
objects are scattered around the 
castle. Most are póldo hidden 
inside other objects and Berk must 
| pick things up and tilt them to get 


blue brain he must use objects and 
trapdoor monsters to produce the 
correct meal for Thing 


dropping it down the tráapdosr then 

his task cannot be completed, and 

ha has to commit suicida by throw- 

ng himself into the void below the 

| trapdõor... 

-. Apart from the foes in them thar 
vaulis, Berk does have some 


ligemt for a bodyless bag of bones, 
HH Berk picks him up he usually 
sáys something useful and gives 
Berk a Clue, but each bit of advice 
costs points, Drutt is a yellow 
spider that spends its time eating 
worms and generally being a pest. 
Other monsters and creatures 
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at hidden items. By using his smail | 


tf Berk loses a vital object by | 


friands. Boni the skullis quite intel-. 





TRAPDOOR 


wriggie and squirm their way | 
around the castle, and some of | 


tham are ingredients! 


At the end of the week, if Berk | 


has correctiy completed all his 
chores then he gets paid. Unfortu- 
nately, gl ra a very trusting 
soul, and 's wages are sent 
down in a fortified de H Berk 
wants to E at the money ano 
have a wild night on the town with 
other Berks, then he must find out 
how to get inside the safe and 
claim his loot. 

Berk starts out Ie in the castle 
as à tramee minion. H you choose 
the Superberk option them all 
manner of nasties leap out and 
make life incredibly miserable. 

There's just no pleasing some 
Gruripy Things. 





O “with the immense, bright, 
colourful characters, Trapdoor is 
one of those games that grabs 
you immediately. Even though 
the game gets a lil” bit monoton- 
ous after a few long sessions, 
you can always sit back and 
admire the terrific animation 
and amazing lack of colour 


clash. Most of the problems are | 


relatively easy providing you 


dont mistake any objects for | 


others. This can, and often does 
happen, and when it does, is 
very Trustrating. Basicalhy, Trap- 
door is a very playable and addice- 
tive excellent game, with great 
graphics and fantastic colour.” 


O “To begin with, | must say that 
Trapdoor is not the game for seri- 


ous people! The whole look of the | 


game is extremely colourul, and 
Berk's animation is excellent and 
smooth. The game is very simple 
in its layout, but very well drawn 
with lots of other squigaly colourtul 
characters to follow you around 
and get in the way The game 
seemed to me to be aimed at the 
same market as the TV series due 
to be broadcast this Autumn — 
Fen: Is a pity really as the idea 
of the game is good but 
doesn't involve any in depth think- 
ing. | can't really say that | went 
wild overTrapdoor, but the game is 


very smart in all aspects, including | 


a cute tune. A game for the young 
and young at heart.” 


O “What a great game Trapdoor 
istkis based on a very onginalidea 
and presented in an entertaining 
way, which makes |t very plavabla 
and quite  compeling. 
graphics are astoundinaly large 
and well defined: the characters 
move around agreeably and the 
backgrounds are detaled. The 
sound is on a par with the graphics 
— there are only a few spot effects 
durnna the game but the tune on 


the title screen is fantastic. The 4 
DRRDGODDBaDDDAO 


The | 





game at first is very casy. 


ties to Kill you so you can have a 
go0d old stomp around tha castle 
Doking around and learning the 
layout of the rooms. Lenjoyed play- 
ing] Trapdoor as isa st árica and 
onginal game.” 


CE, 


DODDODDODDODODODO 





««onthe | | 
lgarner Berk level there are no nas | 





Control keys: definable: left, right, 
forward, back, drop, pick up, tip 
Joystick: Kempston, Cursor, Inter- 
face 2 
Keyboard play: good, responsive 
Use of colour: excellent 
Graphics: superb big characters, 
and great animation 

Sound: very good title tune, with 
some nice in game effects 

Skill lavels: two: learner berk and 
super berk 

Screens: 6 

' General rating: À very neat and 
original game with endearing 

| graphics 
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| Retail Price: £799 





| The Systems highly trained Space 
| Pilots just can'tcope with it. What's 
| worse some of them are stranded 


atmosphere thick with cyanitric 
| acid! Fortunately, Valkyrie fighter 


| on the planet's surface. Usi 


Producer: Activision 


Author: Lucasfilm games 
ir Pilots are suddenly In 


ctemand and they're badly | 
needed on Fractalus, a | 


remote planet in the Kalamar sys- 
tem. Apparenthy the Jaggies, 
Kalamar's space adversaries, are 
using Fractalus as a stronghold, 


on this highly inhospitable planet. 
it's-your job to rescue them! 

This is not as easy as it sounds. 
For one thing, the horrid jaggles 
have built a fairly sophisticated 
and potentialhy lethal defence sy3- 
tem which may seriously zap you 
— so watch out! The planet also 
has a very fast rotation rate — one 
day lasts nine minutes — and an 


ships are at your disposal with 
their  computerized 
panel. With these you have a 
chance of saving the stranded 
Pilots, 

Descending from the flashing 
multi-coloured tunnel of the 
Mother Ship vou enter the yellow 
fog of Fractalus. From your win- 
dow a panorama of craggy moun- 
tains stretch before gra Having 
fought a way through the jaggie 
defençe system, the next task is to 
locate the Space Pilots pa 

| 
instrument panel it Is possible to 





instrument | 


| findeach one as they wait patientiy 
| in their wrecked spaceships for 


your arrival, On landing, you must 
tum your engine systems off and 
let the pilot in by opening the air- 
lock... thenit's onto the nextone! 
How you land and take off is also 
very important as it is quite easy to 
destroy one of the pilots by acci- 
dent. Occasionally, aliens quised 
as pilots attempt to board your 
ship so beware. Once ali the pilots 
have been picked up, you must 
return them, safe and sound to the 
Mother Ship. 

The more notice taken of the 
instrument panel, the more suc- 
cessful your mission will be. 
Amongst other things, this dis- 
plays thrust level, altitude, eneray 
level, radar facilitios, shie 
strength, and the number of 
enemies destroyed and pilots 
rescued. The long range scanner 
is vital as this registers a stranded 
piiots emergency signal by an 
intermittent beep. AV shape at the 


| 





MTE E E RA 


base of the scanner indicates the 
view from your window — when 

ou get near to a pilot the scanner 

egins to beep. Quite frequenthy, 
the Mother Ship avaiis hersel 
should your need an energy boost, 
Flashing text in the top left-hand 
comer of the screen indicatas 
when Mompmy is in the vicinity A 
rom Of lights in the bottom centre 
of the instrument panel go out 


when an enemy gun emplacement | 
locks onto your ship. Immediately 


after, one Dy one, they come on 
again. When all six are It up the 
enemy gun emplacements will fire 











and only evasive manouevering of 
the ship can break their hold. 

Points are awarded for various 
things. Every second of flight, for 
example, earmms you one point, 
whilst every pilot returned to the 
Mother Ship earns five hundred. 
Destroving gun emplacements, 
alien saucera and just picking up a 
pilot all earn extra points, and extra 
points are given for each level com- 
pletad. | 

The lives of the Pilots rest in your 
hands. Only by taking confident 
control of the Valkyrie and steering 
it in the right direction will this be 
possible. The Jaggies are getting 
stronger everyday and Fighter 


Pilots are precious. Can you 
ensure the future survival of the 
Kalamar System. 








CRITICISM 


O “itseems that Lucasfilm have | 
made Rescue on Fractalusas | 
good as possible on the Spec- | 


trum, but | dont think the game 
is really suited to the machine. 
The graphics are quite reasona- 
ble, but the mist effect isn't all 


that good because mountains || 
start appearing from nowhere, | 


and that messes up a lot of the 
effect. Overall, the game is aver- 





| agely playable and addictive, 


but the graphics, which | think 
were one of the distinguishing 
features of the original, are a let 
down —- but that's not the fault 
of the programmers. | can't say 
Rescue on Fractalus is one of the 


| games Pd buy, but other people 


might like it” 


O “The Spectrum version of this 

game is as good as can be 
expected and very easy to get into. 
The graphics are al! animated rela- 
tively quekiy considenng the 


amount of screen that Is moving 


about and the sound exists but 
doesn't excel | found the game 

dq fun to play at first but very 
hard to do anything speciacular 
apart frem shooting everything 
that appeareo, but persistençe 
opened up what is a very deep and 
involving game. Rescue on Frac- 
talus has all the appeal of Zzo0m 
in the way that you can go around 
shooting al! your mateys; but if you 
want to play seriously, a lot can be 
had cut of the game.” 


O “Rescue on Fractalus at first 
sight looks extremely ugly as there 
is a great deal of unslighthy garish 
colour floating around the screen, 
so you could be forgiven for turn- 
ing a blind eye to this one. After 
getting over my initial shock | really 
began to get into Rescue, in fact | | 
am a little reluctant to give up play- 


ing... although the suriace of 


Fractalus serolis badly and the | 
characters are blocky. The sound 

is very poor, with only a couple of 
spot effects during the whole 
game, Generally this isn't a bad 
game once vou get over the colour 


| problems.” 


COMMENTS 


Control keys: cursors keys, with 
O or space to fire 

Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: a bit difficult to get 
used to 

Use of colour: lots used, border- | 


| ingonthe garish at timés 


Graphics: very jorky, but good 
fractal technique 

Sound: nice title tune, with spot 
affects in the qe 

Skill levels: 15 , 
Screens: scrolling cockpit vigw 
over a large landscape 

General rating: A good game, but 
one that's perhaps not best suited 
to the Spectrum 
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Producer: Mastertronic 
Retail Price: £1.99 
Author: Clive Brooker 


ht in a comet's vortex, 


ons of light years from 
Ci ins you are understand- 
ably not all that happy. After all, 


"there? And to make things worse, 


about it. As desperation begins to 
set in, the all powerful gods of 
Zzarm who rule the universe, reveal 
that they can in fact release you 
from your current predicament, 
but they want something in return. 
Buried from sight are the crys- 
tals of Zzarn. are quite 
| essential to the gods, So essential, 
in fact, that the gods are p red 
to strike up an unusual bargain 
with you. In return for finding the 
crystals of Zzam the 5 will 
transport you into the future and 
back to your proper time zone and 
throw in your freedom as well, This 
might all sound fine and dandy but 
you are sadiy poorty equipped to 
ba digaing up lost crystals. 
o can begin to root 


around in the dirt some dh ging 
tools must be acquired. 

again the é can help you des 
but onhy ive them some- 
thing liam a ered around 
the chambers are various effigies. 
These must be collected and 


| placed in the tile-lined rooms for 
safety. In return for finding these 
objects you will be furnished with 
excavating tools — including slab 
acid for eating away the tunnel 
walls — and special magical pow- 
Brs. 

As usual, there is a snag. The 
chambers are inhabited by hoards 
of mischievous demi-deviis 
who would like nothing more than 
to curtail your mission in its infant 
stages. R ted encounters with 
these irritating nasties results in a 
“loss of your essential energy. Each 
clash reduces energy, death 
follows when energy levels get too 
low. The devils also suffer Ren em 
| acute case of Kleptomania. If: 
droid manages to pick up ane 


the tiled chamber, the demons 
hound in on you. Alter three has- 
sies, the devils gain possession Of 
the effigy and you are left to face 
the wrath of the gods. The gods, 
angry at your ineptness, remove 
any magical powers bestowed on 
you and you have to win them back 
| in order to continues the game. 
Points are scored for every effigy 
deposited in the tiled chamber and 
the current score is displ 


the number óf energy points you 
have left. 


on a little cushion of air. ard 
movement is available by using jet 
propuision. Gravity takes over 
when the up" key isn't being pres- 
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| there isn't muchto do ina vortexis | 
you are powerless to do anything 


"and time is only possible once all 


and His 

| seem to have got all the good 
| bits out of Droid and complled 
them into a smart and 
addictive game. graphics 
diri | | 


and is en route a E nin | 


at 
the top of the screen along with | 


You move around the chambers 





"therefore much more plavabls 


sed and you float gracefully down 
towards the ground. Teleporters 
enable you to move from one 
chambet to another but can only 
pH E gil ii 
effigy. While holding the ornament 
the “activate teleport option is 
added to the menu. Pressing fire 
to get to the menu, and fire again 
takes you where you want to | 
and also drops the effigy. The | 
menu options reveal the teleporter 
routes available. 

Retuming to your owh space 


as in each chamber have 

ted in the correct 

aco ane all the crystals have | 

sa and given to the gods | 

of Zzarn. ts if the devils dont 
getto you first... 


nr. 





CRITICISM 












O “At last, a sequel to One Man 
Droid. MASTERTRONIC 


look very boring. The inlay con- 
tains the dl MASTERTRONIC 
stuff with good screen | 
which help with “im 
ing'intheshop. The ameisbas- 
ically on the same lines as One 
Man and His Droid, but with bet- 
ter graphics and it's a lot harder. 
| am fairhy pl with this 
odd of budget software, 
though IR could get a bit boring 
after a while." 













































o “This is c a good 
pb Pa no Sob cr 
t is much easier to follow and 





| every so often, which is a pity 
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than One Man and His Droid. There 
is a lot going for this one graphi- 
caly: the screen Is around 
nicely tha characters are well 
drawn and animated and there is 


plenty of colour : about 
the place with a minimal amount of 
attribute problems. The sound is 


also pretty 9009, with many sound | 


effects during the game but no 
tunes. | recommend this one, as ft 
is compelling and well worth the 


| two quid thai MASTERTRONIC are 


asking for it.” 


0 “Another MASTERTRONIC game. 


Another disappointment? No, sur- 
prise, surprise. Lap of the Gods |s 

uite a reasonable game, À nice 

emo appears, and though the 
scenario is a little dubious, the 
game is fun to play and, to an 
extent, addictive enough to justify 


an outtay of E1.99. From some of | 


their recent releases, MASTER- 
TRONIC have demonstrated their 
ability to produce games of a 
reasonabie quality, butthey always 
seem to mess up a run of quality 
games with an extremely dire dba 
This 
one isn't a to fall into ia 
category though, so nip on down 
tothe ol sofwEré shop, and check 
tout.” 





| COMMENTS 


Control keys: Aup, Z down, Mleft, 
Nright, 1 fire 
id deguio Kempston, Interface 2 

: responsive, and 
easy to sia 


Use of colour: very bright, colour- 
id Ear botas jerky scrol 

cs: 'y jerky scrolling, 
but nice seiesation, and pleasant 
characters 
Sound: not extensive. Limited, 
mainhy to clicks and buzzes 
Skill levels: one 
screens: 16 caverns 
General rating: À very 
game, especially for the low price 








WHATEVER WE DO..... 
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Future Knight à defence É Trailblazer 








Producer: Mastertronic 
Retail Price: £ 1.99 
Author: Xcel 


aptain Burt has only 7 sec- 
“anos in which to save the 
word. How will ha do it? 


chair around and stares at you 
cooily 'Don't worry he says mn a 
macho voice, 'lhave a plan... 
Poor old Burt is in a right pickle. 
A space freighter is out of control 


| and determined to blow up. This in 


self is quite an alarming prospect, 
but to add to the dilemma, if the 
freighter does go KA POW than 
poor old Captain Burt will be 


| stranded on a horrid asteroid and 
will never get back to Mother 


Earth. Not ever. 
What a terrible position to be in! 
But there's more. The space 
freighter is up in space and Burt is 
stuck on the asteroid. His only 
means of transport is a rather 


| decrepit shuttle which just so hap- 
| pens to be broken. Contending 


with a pressing time limit, Burt 
must repair the shuttle, zoom ofíto 
a neighbouring planet, collect the 
spare parts for the ailing freighter 
and mend same before it 
explodes. Gasp! And all in seven 
seconds. Às we said before, how 
will he do it? 

The spare parts to mend the 
shuttla are scattered all over the 
Asteroid and must be collected im 
order to get the shutila back on the 
road, to mix a metaphor. This 


| should be an easy task but most of 





the vital pieces of the shuttle are 
possessively quarded by various 


| alien horrors and contact with 


them results in Burt's valuable air 
supply being sapped away. At the 
start there are four air bottles, but 
these are used up pretty quickhy as 
he hurtles around the space rock, 
However, to make sure Burt has 
something useful to inhale, new air 
bottes can be picked up atong the 
way. Oxygen status is displayed at 
the top of the main screen. When 
the -chart reaches the red section 
on the fourth bottle vou know it's 
going to be curtains for Burt very 


| shortly. 


Not all the objects on the 


| asteraid are helpful and often you 


don'tknow this until they are safely 
tucked up in Burt's space suit poc- 
kets. Some are lethal such as the 
lump of Plutonium; some simply 
uncomfortable Ike the rough 
glass. Objects are picked up and 
stored by using the defined cursor 
keys and with nine pockets nine 
objects can be carried at onetime, 
Objects can also be dropped and 
used when required and to know 
what's carried, a keypress reveals 
| the Inventory. 

Tô move around, Burt is equip- 
ped with a jet pack that can propel 
him to great heights or carry him 
over large chasms. The asteroid 
consists of a series of under- 
ground caverns, as well as the 
knobbhy surface which hides many 
surprises and many dangers. 
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Slowly the captain swivels his | 








UNI HERO 


Watch Captain Burt as he battles 


to save the world (and himself of | 
course!) in all of seven seconds. | 


Gees, what a hero! 


CRITICISM 





O “| was pleasantly surprised | 


with Universal Hero. | found it 
very easy to get into and exciting 
to play. All the characters are 
extremely well detailed, with a 
great drawing of a Spectrum 
Plus in the Computer Room. The 
game revolves around putting 
items together and then using 
them to get other items, and is 
consequently very addictive, 
involving as it does the need for 
a quick mind as well as accurate 
moving. The “feel” of the way 
that Burt moves around is excel- 
lent, but rather annoying when 
you actually bounce off ceilings 
and do not hover properly. Univ- 
ersal Hero is surprisingly smooth 
in its movement and is com- 
pletely flicker free. A mass of 


| Spellbound problems in a very 


complex game. Well worth the 
meagre two quid. " 


O “Moleculs Man was a very 
good game, excellent at the price. 
Looking at Universal Hero, | begin 
to ask myself, have MASTERTRONIC 
tumed over a new leaf? This game 
is good, not mega hyper ultra bril, 
but qg)00, and excellent value for 
money The puzzles are maybe a 
littie simple, but the game plays 
wall, and has addictiveness that 
more than justifies its meagre 


[Rir] 








ai E [ 


=p most 


| price. This is well ME Di 


even if only because you won't 
have to save vp forit. ” 


O lts besna long time since I've 
seen cheap software as funto play 
and as compelling as this. It plays 
ina similar way to many other prob- 
lem solving games although the 
problems, inftially simple, get very 
hard towards the end. Graphically 
this ong rates quite highly as the 
backgrounds are very nicely 
detailed and the large and porky 
characters whizz around well. Col- 


| ecc] puequao dofuapo DEN! (o 


ga 








our, t00, |5 used to maximum eflect 
without any attribute clash. The 
sound would have been greatiy 
improved ifthere was a tune on the 
title screen, but there are some 
spot effects which are reasonable. 
Liniversal Hero certainty offers 
great value for money, so | recom- 
mena it. * 


COMMENTS 





Control keys: redefinable 
Joystick: Kempston, Cursor, Inter- 
face 2 


| Keyboard play: great, very 


responsive 


| Use of colour: excellent 


Graphics: very nice characters 
and good backdrops 

Sound: nothing revolutionary 
Skill lavels: One 

Screens: 128 

General rating: Well done MASTER- 
TRONIC! 


Use of computer 
| Graphics 

Playability 

Getting started 


| | Addictive qualities 


| Value for money 
| Overall 
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BLUES 


Producer:Alpha Omega 
Retail Price: 1.99 
| Author: R Morrison 


| h got de blues baby, veh | 
got dem blues, vyeh, yeh, ah 


got de dekorating Blues... | 


Decorating is the most tedious | 
of chores. First the paste is too thin | 


and the paper won't stick to the 
wall and then the paint drips all 


over the carpet. And haveyou ever | 


tried wall-papering a ceiling? Still, 


if you fancy yourself as a painter | 
and decorator, then heres an 


opportunity you can'tretuse. What 


about using your talents to bring a | 
bit of colour to an otherwise drab | 


hotel? Start at the bottom and 
Work yOUr way Up. 


DEKORATING 





| them then you find. yourself 


decorating that heavenly mansion 
in the sky in shades of subtle off- 
white! 

The flashing red nasty and the 


| Caterpillar nasty both move very | 
quickly and are simplyoutto knob- | 


ble you. One of the other nasties 
wants to gobble up ail your blue 
dots, 80 you may find yourself hav- 


ing to do the work twice over. Luc- | 


kily, vou have a steady supply of 
paste which can be dropped at 
conventent moments. Pretty 
strong stuff, the paste can be used 
to getyou outofsome rather sticky 
situations. For one thing, when 
dropped in the path of an 


approaching nasty it slows the lit- 


te blighter down. ft also enables 
vou to walk al over them should 
vou want to change direction. 


DOORERaO! 


SO GOPPETEDAÇDOS HONG 
anEBBBBaTaAGID 


Enter the dining room, suitably shaped like a fork. Decora te dt 
before the descending bars crush you and you might carn a 


ros dinner 


Each of the screens displays a 
bird's-eye-vigw of the hotel's net- 
work of rooms and cormidors. 
These networks assume a variety 
| ofshapes, Some take the shape of 
inanimate objects — a joystick, for 
example. Other networks take the 
iorm of animais (the Mutant Ram, 
| for example) or humans (the 
French Teacher), whilst others are 
merely abstract. The background 


to each of the floor networks is:| 


sumptuously ormate, indicating 
that this particular hotel is some- 
thing of a classy joint. 

The idea is to work through each 
floor, roller in hand, as quickly as 


possible. As you move through 


each cormidor, blue dots indicate 
the decorated areas, so it's casy 
to see where you've been. Nasties 
are determined to undo all the 
work vou ve done, and, if possible, 
| put 

al. Should you bump into any of 





u out of action once and for | 





Tha screen number is given in 
the bottom left comer, and directly 
beneath that, your score. Bottom 
centre indicates how many of your 
ten lives are left and above that, a 
clock ticks away the seconds. In 
the bottom right comer, the 
amount of paint, or number of dois 
vou have tó use |s indicated and 
just below that, how many dollops 
of paste you have left, 

There are plenty of screens to 
get through, so you'd better be a 
swift and nimble worker or you'll 
find yourself outof a job with a lot 
of time on your hands. 


CRITICISM 





e « Mega fantastico! Or at least 
that's what | thought until | 
played the game. h!! One 
character block graphics, terri- 





| moves prefly fast 
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A detail from the dining room — watch out for the nasty, he | 
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“PAINT 
PASTE 


You've almost completed the middle section but'there's stilla 
long way to go and even more nasties to avoid 








ble colour and appalling sound. 
The game is far too easy. With 
ten lives, it just isn't addictive 
and it takes you too long to get 
to the place where you fi f nished 
the last game. At its price, it 


'scratching' speech effects, and 
the other nice bits it has, but | 
wouldr"t fork out for the game 


a 


and boring to play. The area in 
which the pamt brush moves is 
very restricted and | feltihatl didn't 
know what had to be filled in and 


“gives youal the information you te 


Score, level, time, paste leitand so 
on, but this doesn't enhance the 
thing at all. The screens are all 
made up in pretty animal and cas- 
te patterns, but as a person who 
got quite far through the game | 
can sateiy say that nothing 
changes. À nicely presented prog- 
| ram, Butthe game ilselfi is very dis- 
| appointing. 


O vou may have quessed what 
sort of game this is by the title. | did 


plavable but these qualities faded 
out after a few ques. The program- 
mers have obviously tried tó tart 
this one up as there are lots of 


and at the end of each level. The 


7 | boring. The sound, on the other] 
might be worth buying for the | 


O Dekorating Blues |s a superbly | 
presented game but is very basic | 


wha! could be left, The screen | 


likely to need during the game: | 


find it strangely compeling and: | 


lovely eftects on the title screen | 








game, however, isn't half as good 
às these, which is a shame. The 
graphics are generally poor, the 
characters are small and unde- 
taded and the backgrounds are | 







hand, 15 quite good — there are 
some nice effects during play and 
a couple of tunes on the title 
screens. On the whole, | wouldn't 
recommend Dekorating Blues as 
the game itself is very primitive. ” 










COMMENTS 














Control keys: redefinabla 
Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: responsive 
Use of colour: fair 

Graphics: pretty but, in the end, 
pretty boring 

Sound: some nice effects 

Skill levels: one 

Screens: over 40 

General rating: Nice gloss, but 
STR very monotonous after a 
WINE 
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Producer: Mastertronic 
Retail Price: E1,99 
Author: Geoff Foley 


lanet 54.7 has suffered an 

attack with deadly chemi- 

cals weapons, leaving onhy 
twenty-six survivors. They are all 
suffering from severe brain dam- 
age and, to make matters worse, 
are lostina a reactor maze. As the 
Commander of Octagon Squad 
it's your job to rescue the survivors 
by beaming them cut through the 
teleport fence. Luckily, you have 
at your disposal a team of Equad- 
roids that must be used to block 
of maze exits and channel the 
zombie-like humans m the right 
direction. Tables can be mo to 
| block cormidors and doorways 
| opened with the appropriate keys, 
| The display is split up into a 
| number of sections. A dozen con- 
trol icons edi A the bottom left 
hand quarter of the screen. A win- 
| dow at the bottom right gives a 
detailed view from above of the 





wider vigw of the maze is given in 
| the top right hand map window: a 


| character: corridors are indicated 
by black areas, and walls or 


Producer: Firebird 
Retail Price: £1.99 
Author: Insight 
(Peter Gough) 


have invaded in great num- 
bers. It's one fighter plane against 
a myriad of alien craft... a pilot's 
lot 15-not a happy one. Wave after 


lone plane, determined to zap you 
out of the sky. Survival depends 
on swift reactions and deadly aim. 

The screen scrolls from right to 
left, your fighter plane staying near 
the left hand edge of the screen so 
that there's a clear view of the alien 
forces and time to try and dodge 
their lethal missiles, The action 
takes place over a broad blue river 
— on the far bank the scenery 
changes from mountains to cities 
to forests and back to mountains 
again. 

The nasties come in a variety of 
forms and colours and dance 
about as they approach. Not only 
must their missiles be avoided but 
a collision can also cause your 
plane to explode. Fortunately, you 
are equipped with limítless mis- 
sites and powerful shields which 
| together provide formidable pro- 
tection. Your fuel supply, however, 
is not limitiess — the amount left is 
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section of maze occupied by the | 
character currently controlled. A | 


green square identifies themoving | | = SAMPA 


wave of nasties come towards the | 





| shown in the bottom left hand . 


obstructions are shown in a light 


ua, 

Selection of the multiple arrow 
icon allows to move up, down, 
left and right depending on your 
position in the maze. Other icons 
allow youto pickup an object, take 
a drink (which counters the energy 
sapping chemical residue), and 
unlock doors — providing you 
have the appropriately coloured 






corner of the screen. 
Once all the aliens in a wave 


| have been killed, the game pro- 
cesds to the next level. Some- 


times, no missiles are involved at 


| allandit's a matter of weaving and 
Hen forces are seeking to 
take control of Earth and 


dodglna pour way through a bar- 


| rage of rota-droids and meteors. 
| Most lethal of all, however, ara the 


heat-seeking Mutila  missiles 


| which are very accurate. 


Periodically, a mother ship 
appears and a successful docking 


restores fuel and shield power. 


This makes it possible to proceed 
to even higher levels and pit wits 
with even swifter and more deadly 
align swarms. Should the docking 
fail, then you are forced to move 
on to the next level with less pro- 
tection and less energy. making 
q chances of survival slender. 

he docking procedure must be 
very accurate — | vou're slightly 
out and miss the jaws of the 
mothership, then the plane 
explodes, 

Eight points are awarded for 
shooting an enemy craft; twenty- 
five, fifty, or seventy for à Mutile 
and more jor successful docking. 
Bonus points are awarded for 
docking and completing waves. 
The score, lives remaining and 
shigld power are all indicated inthe 
status area at the base of the 
Screen. 

A high score quarantees you a 
place in the Buccaneer Hall Of 


a 
baga 4 


key. There are also pause and quit 
options. The first icon however, 


makes it possible to select any of | 


the seven available Equadroids 
and they can be identified by name 


when the face icon is accessed. 











A multi-coloured bar across the 
centre of the screen indicates a 
character's strength, and a variety 
of windows display the current 
mode, score, and the number óf 
survivors stillin the maze. Scrolling 


| text messages appear on a hor- 


zonal window. 

S0, get your team together and 
get to work. Strategy and the co- 
ordination of the Equadroids is all 
important. Twenty-six people are 
in need of treatment and are rely- 
ing on you to save them from the 
deadly toxic gas! 


O “ Oh no! After Molecule Man 
and Universal Hero, | got the idea 
that MAsSTERTRONIC had changed 
their tune, and started produc- 
ing good games. Why then, do 
they bung out a game like Octa- 





gon Squad? One of the game's 


worst features is the traditional 
MASTERTRONIC Instructions, or 
lack of them. H more had been 
explained about the game, then 
maybe It would have been more 
enjoyable, but as | stands, it is 
very hard to get into, and even 
harder to play well. Though orig- 
inal to an extent, very little about 

| sticks in the 


"| of playability and addictivity. 
| Even for £1.99, Octagon Squad is 






Bilam, zoom. The spaceship approaches a hoard of angry 
aliens. Survival is the name of this pilot's game... 





Fame so it's possible to ses how 
vou fare against the best. Time to 
save the world from alien Invasion 
again, pilot! 


CRITICISM 





O “At base level, this is justa | 


polished Scramble without the 
hills. The graphics, with the 
exception of the fantastic paral- 
lax scrolling, are flickery and 
rather vunattractive, and the 
game, although playable, gets 


pretty boring after a while. The 
docking section is too easy, and 
the missile attacks frustrating, 
as they materialise when you're 
halfway through a screen. 
INSiGHT did better with Vectron, 


“and | would recommend that 


O “iAhen | heard that this was 
from the people behind Vectron, | 
nearty fipped. How can a com- 
pany release a brilliant game like 
that and then produce something 








one game that everyone who 
likes g00d games should keep 
well clear of. ” 


| O “ Remember in the good “ole 
days when people could write? 
Well, those days have been forgot- 
ten by the folks at MASTERTRONIO — 
[can tremember the last time they 
gave some. decent instructions. 
Fr sure that the game has some 
good bits in it somewhere, but 
| whether or not you'll play that far is 
a different matter altogether. The 
game seems to be a classic '!won- 
| der if that veil! work, "or Weil... 
rat do | do now?' tm The 
graphics are very mixed, with a 
| good character set and epa 
graphics, but the maze and play 
| area ara very basicaliy designed. 
Once you realise that yóu can 
actually do things in this game 
than it urges you for another go — 
hesp at it and vou wil be 
rewmarded, 





Ea 


O Imsurs that I'd find this one 
| immenisely playabla if | knew how 
| to play it, but as it suffers from the 
| inevitable MASTERTRONIC 50 word 
| scenario-come-instructions, there 
| isn't really much to go on. lt all 
| seems very complicated, so get- 
ting into it would probably take a 
ages and require a fair amount Of 
patience. The graphics used are 
colourful and large pela are not 
animated at all well and the 'mie- 
rescreen' serolis diabolically. The 
sound consists only of spot | 






















as Sioppy and unplayabie as this? 
| Às a rule, 'm very partial to good 
Diasting nasties games as 'm sure 
many olher people are, but I'm 
afraid that this one really isn'tgood 
enough to ba cortes or play- 
able, The graphics are fairly large 
and the screen scrolis from righito | 
left nicely but there are plenty of 
attribute problems. The sound is 
about average for cheapo FIREBIRO 
games. Overall, it's not too bad for 
ts price tag of two quid but | 
Started to get bored after a couple 
of goes. " 


O “Ho hum! Another budget 
game pretending to be a slick fast 
action shoot “em up. Well you're 
not going to fool me mateys! The 
graphics are extremely fickery 
and move about in a very jerky | 
manner. The sound is very basic 
and the colour is used much too 
lavishly — resulting in loads of 


[siaveno 
E” 99: 
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effects. There is no tune, whighisa 
shame as it would have added to 
the atmosphere a little. After the 
initial comusion of playing this 
game had subsided somewhat. | 
found myself quite enjoying it. If 
vou like a challenge (and believe 
me, working out how to play this 
one is) go outand giveita try." 





























COMMENTS 





Control keys: O up, A down, N 
left, M right, O fire 
Joystick: Kempston, Cursor, 
Interface 2 
Keyboard play: fair response 
times, but the fire button is too far 
from the rest of the controls 

of colour: good, lots used 
Graphics: very jerky and hard to 
follow, but with nice characters 
Sound: spot effects | 
Skill levels: one 
Screens: very jerky scrolling over 
a fairty large maze area 
General rating: Difficult to get 
into, and it's doubtful whether the 
effort is justifiad 






























attribute problems. | didn'tfind the 
game at all enthralling, mainhy due 
to the fact that every screen has its 
own Ittle fight pattern and ft's 
easy to judge where the baddies 
are going to end up next. Then it's 
just a case of how fast you can 
press the fire button — which isn't 
very responsive. | found Bue- 
caneer very boring to play and 
nothing like what I've come to 
expect from the top budget 
rapa Buccander is definitely a 
Ono. 





COMMENTS 


Control keys: redefinable: pause, 
abort, up, down, fire 

doystick: Kempston, Cursor, 
Interface 2 

Keyboard play: reasonable 

Use of colour: quite good, but 
clashes occur often 

Graphics: lickery sprites, butnice 
parallax scrolling 

Sound: limited to spot effects 
Skill levels: one 
Screens: scrolling levels 
General rating: Tas are plenty 
of shoot “em ups on the Spectrum 
that are much better 
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At last the full potential and 


FREELANCE 
PROGRAMMERS 


hi rui PiemiDor Of HE CLASS Erget ante Brogrammars are 
e É ES MOD à minar Of PREECE rs Procirâmmars 


es pronadrry MEDIR, VE on 
He to Ealt TO you 
A choice 


80! ROVBITy dr Contract payment systems are aval 
ts you, sabias dl ção the Free-Lance forca behind ne pr the 
MRE ynarme softurare Nouses im Emap ThE M your chanceto be 
pas Of à Smafi cem associated with tha Company resporsibie for 
major releases ineludina: 
Birwol, Frank Bruno's Boxing, Commando, Paperboy. 
Rech E RO planning for Wgridaide growth in THE 


Cl Steve Pim for 3 prelimi BlEcunTisa Di 
QE SSAS? Of write quickly to: ci 







Asichor Hotge, Anchor Edsd. abdritige, 
Veaisail CO RA UvesT MILE 


Sa NEW! 
MIRRDE MCRODRIVER 


VERSION 3 


featuring a new loader program and : 
ONLY £39.95 inc P & P 





















speed of the ZX Microdrives can be 


realised, À typical 48k program which takes 5 minutes to load from 


tape can now be 
“IF you have a microdrive 


rom Microdrive in as little as 15 seconds. 
tha Microdriver is the most important piece of 


you could buy" JOHN LAMBERT — Sinclair User 
+ BN essential buy for the Spectrum owner who has converteo to 
Microdrive. .. IAN SINCLAIR — Author 


“much praferrad the Microdriver for speed and ease ofuse. 


“Lsing the Mirage is a dream... 





MIRAGE 


24 Bank Street 
Braintree 

Essex CM7 JUL 
Tel: (0376) 48321 


IOLO DAVIDSON — Your Spectrum 
- this device js a must for the serious 
CRASH MAGAZINE -— August 
eicrodriver to us with a chegue for 20 95 
and ves will send you the latest model. 
“fin 48k mode) 
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| Ah = ig 
| MICRO GAMES ACTION 7 








EAST MIDLANDS 












EAST ANGLIA TIO CISALIESS 
rima | 7 Finding 


0502 65289 





Ney, low fixed prices - Spectrum Etr Midrive | 
| EB, [face E EIB, EX Printer E IB. 


Spectrum repairs 
ETT fully inclusive 
Ha All inc + PR CIBO 


pooad Fo Sinclair repair specialists. €12.50 + 


parts and PAP 3 months guarantee. 





| THETFORD MICROS | MCE SERVICES 

| pd Diga Fison Ind | 33 Albert Street CAPITAL COMPUTER SERVICES 

| Thetford, Norfolk | Mansfield, Notts | Unitk2, Cardiff Lewis | 
e (0842) 65897 E Mansfield (6623) 3 31202 Rd, East Moors, semp A 

| Repairs ando Nisto products. 3 | dg gi | s m da E gn 







warranty, fastand reliable service 


CS + MAL PRP à month guarantee. 


E Diss (0379) 52327 
Stockists 0 Commodore, Sinclair and Amstrad 
computers. 

AN repair carried out quickly 


|| E (0533) 57479/57470/21874 


pena rapairs for less than E25.00 
months marranty 
lenta: diagnostic service avaiabls, 


Morwich NR1 3DE 
E (0603) 663796 


Repairs 0! most computers and accessortes. | 
Large range 01 súftware and peripherais. 


Hepáirs: SpecirumiPis Ei2.00, keyboard 
£8,30. Interface & Microdrve E 1700 each. AM 
tulhy inclusive. Callers neicoma, 





Fixed price repairs = software, peripherais and 
Derby's lgading computer store. 





Spectrum repairs £ 19, 95 + PRP 48 hr 
tumarçund. 3 month warranty. Free estimates. 
Amstrad 





Also BRC, 64, We service all Sinclair computer products, ZX81, | E CR 
| Spectrum, db Interface 1, : ci 
SCREEN SCENE 
144 St 1 Road 
MICRO POWER LTD Cheltenham, Glos GL50 3EL 
“= Cheltenham (0242) 528979 


Leeds LS7 ZAA 
E (0532) 458800 
Repalrs — 
1EM and 48K Spectrum 
Repair gd 


SCOTLAND 


Bridgnorth WV16 4EG Repairs for all Sinclair Com 

| À puter Products 

E Bridgnorth (D74 62) 66539 

Bull Ring Computers sa! hardware, software, 
accassories, and do repair. 


SETVICA, 





sos rm 
Sinclair Commidore Amstrad and BBC 
Ss erica im, estria, x: (0205) 382049 | Pad ta 
Ed HM ep ou 3 month warranty 





Area, Cumbemautd 
= 02367 F7110 


Repairs to alt Sinclair range, inc. interface, 
Microdrive, moniiors. 3 month warranty, 
Freç estimates. 


cdi MS Spactrum 


For details of advertising in this 
section, contact Nick Wild on 
(0584) 4603 or write to him at 

Mewrsfigid Publications, 
1/2 King Street, Ludiow, 
shropshire, ST8 1DB 


THOMAS WALKER & SOM 
37/41 Bissel Street 


Birmingham 85 THA 
E 02721-522 4475 
| Repairs to Sinclair, Commodore, BBC and and 


SPEANEASY COMPUTERS 


141 Merry Street, 
MILT TJP 


= 0698 53609 


Repairs to all Sinclair computers, moniors, 
trade repairs welcome, thres months mermanty. 


other make on request. Free-quote facility. 
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E Winscombe (093 484) 3460 | Spectrum repairs£ 6 00.3 month warranty Full | 









|| Immediate quotation. 3 months warranty Sales, 








range of computer repairs, inc peripherais. 


a month quarantes (parts, teabour) onSpecirum, 
OL, BBC and Commodore 


VIC ODDENS 
6 London | Walk 
London SE1 
= 01-403 1988 


3 manh warranty on all repairs 


62 The Boulevard 
Crawley, SUSSEX 
E: (0293) 26240/37842 


month warranty on all repairs. 
SUperior service, 


NORTH WEST | 


PRI 2AT 
= 0772 561952 
|| Maintenance and repairof Computers, Monilors, 
| Disc Drives and Printers 


Repairs 214.95 fully inc: 24 hrs turm-róund. 3 
manth 
Wiy pay more? 


Bolton BL1 1NP 
3 Bolton (0204) 398176 


Repairs on all Sinclair products 
é month guarantee 
Frgp poster 


Unit 5 Lovenshuln Tra 
Trading Est, 


Lane, 
MIS 3JP E; 061-224 1888 


RT regairs = between 9 and Fo. à 
months warranty. Open Gam-7?pm, Mon-Sat, 
Wule-u-wait servico 








A 











Fortunately | managed to avoid 


There was a when | though the Doc Martened and collected a shiny new Porsche | in time for Christmas, while acTIv- 
was going to. the toe of his bootto a tender part of my anatomy for his trouble. Sady, no more | son have the licenca to Homero | 
and Insist that |  attonded one of tha quiater Trade Days, but | r are on + but for the Duck and amoLasorr have 
in the end | to parsuade Them Upstairs to let me stay in E 1.99, the game should be a chal- snapped up The Centurions and 
Ludiow and man the new-fangied telephone that has just Engo eloomes by fan of the | The Challenge of the Gobots as 
besn Pole ra In the office, COCA DENoii rig E sá Ei | ni ralgase under their new 
| selada o l games, penar untiet arcade machine was REAKTOR. 
end press refoades wora mped on my | when ativada Tas apparentiy set to free play on the The crew at ARGUS PRESS 
afternoon and | soon realised that the CRASH team had been gather- | Us GoLo stand — in fact, arcade | sorrwanE also had a fair bit to 
| Ing up goodies on my behalf. Del Into the comucopla of 8 | machines on free play abounded | show, parentiy, and were aven 
from the Show, It's that this Christmas is going to be as busy as | on the floor of the PCW Show | p na rev to pl 
ever, with an awful lot arcade machine conversions well underway according the ZZAP| lounge | crapsforT hirts in their hospitality 
for the wint montha. So here goes lizards who had a wonderful time | suite. 'm not sure that encourag- 


Between them OCEAN and IMAGINE 
have got quite a few coin-op 
ligênces and TW/film tie-ins In the 


pipeline. By the time vou read hi, 


mi'g rd | take t 
heart — should be in the shops, 
along with a conversion of the 
arcade hit Galvan from IMAGINE 
while the OCEAN team |s putting the 
final touches to the game of the 


series Miami Vice and It's A Knock- 


out. À new 3D game from DENTON 


DESIGNS |5 also on tha way — The 


Great Escape and a film tie-In with 


Highlander should be out before 


Other “film mes dus from 
Manchester houses now and 
as include Tp Gun, 
Cobra, and Short Circuit. Coin- 


ope waina in the wings for a pre- 


sitmas conversion include 
ag Max, Terra Cresta and Legend 


of Kage. A hive of industry indeed, 


Budget software is still on tha 


upswing — we didn't actualhy man- | | 


age to get hold of working copies 
of Storm, And 


VioBo Olympics and For 
Ai 


mula One Simuis 
TRONIG In time for review this issue, 
ut have just received Bum 


Spike, a volleyball simulation in 
which the player takes on the com- 


puter and Video Poker which 
ises all the fun of playing Las 
| poker machines without the 


| experse. A one-off payment of 


£1.99 secures endless games! 
The E2.99 AMERICANA label has 
chosen to simulate a rather 
unusual sport — Bullfighting. A few 
quick goes in the office reveal that 
there are several levels to the 
game, which 
capework to begin with and gradu- 
ally takes the player up to sword 
and lance play. Gory, but good fun. 
Thingy and the Doodahs Is a much 
less bloodthirsty game, which 
involves you in the search tor 
enough money to replace your bro- 


| ker m. Full reviaws of both 


these should appear next month. 
FirEBiAD have rejuvenated their 
Silver Range and the Spectrum 
version of Thrust leads in the 
reviowers' Silver Range opinion 
poli at the moment. You control a 
little spaceship that suffers rather 
badly from the effects of gravity. 
Kai Temple, another combat game 


| fought aver platforms, a Wally 
by the name of | 


derivative 
The Happiest Days of Your Life, a 
3D Alien 8 style arcade adventure 
by the name of Bombscare and e 
another arcade adventure cal 
Oliiand' Lissa in which you have to 


Clocking up high scores. The Spec- | dk Lrafbaodio le 18 a terrib 
trum version of Gauntlst should be | wise idea, but re all eaç 
"help re-house a ghost, rounds off | available before too long, along | awaiting the arrival of BUG BYTE'S 
the Silver Range offerings on show | with - as a resul. Glider Rider 





there's the Gyron Arena game, that uple of coples found their 
was used in the ê off in | to feature heavily in Spectrum e or ig ef 
- FIREBIRD'S Gyron competition, The | games between now and Christ- | lasys, 
“winner motorad through this spe- | mas, MELBOURNE HOUSE ars appa- News of the Now Games Illcom- | 
EE, ES, PR | pilation was whesdied out of vir- 
ia Nie e pm af DF | owns Bryn Gilmore at the show by 
BRO | mo tras Sorcoos Nice san pes 
me that € aido Play: 
RCA Wailx end View to à 
o is 
Killis the line-up da £9.95 cas- 
sette due out towards the end of | 


involves nifty 


"MERELY MANGRAMMERELY 
THE RUN UP TO CHRISTMAS .. : 


going the the PCW Show this year. 


























cial maze In eighteen minutes flat | rently certain that Asterix will arriva 


rente and à how of other 


dies. was avallabie at the show, and a 
Cartoon characters are also due 


at Olympia. Oh, and of course 






















| September or early in October. 
ipa are going to feature 
heavily this Christmas, with just 
about every major software house 
planning to release 'albums" of 
their work In time to fill Christmas 
stockings throughout the land. 

An interesting little game was on 
vigw on the DOMARK stand by all 
accounts — Crbix the Terrorball 
which features a little droid charac- 
OU CBN BEFOUS dO sorry ar | 
Ous n s3D 1 y 
ori holes dotted all around it. À 
vacuum óperates under the sur- 
face and straving too close to a 
Cavity results In an unt ey death. 
There should be eight sto the 

e, alt of them full of aliens by 
the time it is released early in 
October. 


Next month, we should be able 
to bring you full details of the ELEC- 
TRIC DREAMS release schedule — 
the Doc Martened One has agreed | 
| to allow Girlie Tipsters Hannah 
omith and Gary Penn (from ZZAP!) 
to hire a car and travel to South- 
ampton on a mission of discovery. 
ço PENe ADVANCE SOFTWARE 
00HS Very Interesting — a streen- 
"Rupee aRRa RES! DR * | shotof this new sports simulation 

MBA [oo FRA “O | arrived in the office and looked so 
much like a Commodore snap that 
t was passed over to the ZZAPI 
lads. But no, we learn, it was really 
a Spectrum shot — the graphics 
| are very different indeed. Again, 
we should have full details in time 
for the November issue. And 
moments before this column had 
to be sent to the printers, MICROS- 
PHERE'S little package containing a 
demo version of Contact Sam. 
Cruise arrived in the office. A bit of 
detective work on the Spectrum 
screen, presented in a very diffe- 
rent fashion. ... 

There's no doubt that it's going 
to be a busy Christmas this year. 
Space once again runs out, so [Il | 
leave you to cast an eye over the 
five pages of previews that follow. 
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Adventures in 800BC with ASTERIX AND THE MAGIC CAUL. 


DE Tg 


DP gro a dat da e A À 
Ee ra DEE Rg 
EL SE O CAÇÃO cs 
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E elogia en a af! ; E 
1 * E E eee : Es : ee ee E, : - ce 
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Ss 45LP IGRROF 
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OFF TO W.A.R. 
WITH MARTECH 





As mentioned in last issue's pre- 
views, the latest In line from Maa- 
TECH is M.A.A., à shoot “em up in 
the heróico tradition of alien zap- 
pino. With the Christmas market 
coming over us, é y wants 
to ensure that as ing as 
possible gets underway. 8 man- 
aged to acquire an earty, albeit 
incompleta version of the game at 
dad Towers and took a closer 


The scenario goes like this. An 
advanced alien race has con- 
structed an enormous space sta- 
tion, rotating it to induce artificial 
gravity. For various (and at the 
moment, ambiguous) reasons, k 
has to be destroyed. The station is 
made up of a series of immense 
Cylinders, each of which must be 
e ft moving on to the 
next. Each one however, is heavily 








defended. 
The loading screen is overlayed 
by a windowed menu snon o 
game resides in 


plaor has he op the option on prepara 


battle to come. corso. ANTA the text in this 
section |s written in a very esoteric 
opefãco to capture atmosphere. 
setup, the player can move 
araony to the game. 
The game screen only takes up 
the same room as the menu, 50 
only the centre portion of the 
screen is used. The first thing that 
strikes you about the game itself is 
what a wonderful example of verti- 
cal scrolling it is. The graphics are 
in the form of finely detailed 
monochrome in 5 complete 
with shadowing. The surface ofthe 
enemy ship passes slowly 
beneath your vessel. In the 

















Here are a few dramatic 


background all the time is a 
dramatic starscape. Às yOU SWOOP 
over the surface of the alien vessel, 
squadrons of defense ships fiy out. 
in formation, intent on yóur 
destruction. Apart from avoiding 
and destroying tg you must 

weaponry to cause as 
TA dam do caule to the 
station's surface. 





Another window to the top right 
of the screen displays the section 
of the game you're currently play- 
ing. However as the section above 
is the only one prograrmmed into 
the game at this point, it's impossi- 
ble to elaborate further. Hopefulhy, 
we will have a full copy to review 
next issue. 





ELECTRIC DREAM'S DR. SPOCK GAME 


ELECTRIC DREAM'S | forthcoming 


y has a rather 
Jem dn dg li 
The macabre Mechiabs are the 
scene of dino me ais DE os 


rt e Wi do Tr the mechan- 
ical sorcerer. Products of his 


132 CRASH October 1986 


obscene dabblings are the Glob- 
jewels and the Bloberites who are 
pp Wandering roda th 
É (é) 
ara Qt Mobi 
and also a human baby (more 


about him in a mo), both the end 
results of the Wardlock's exper- 


OT | Rn 





ments. But unlike the Globjewels 
and the Blobertes nao and the 
baby ara desperate to escape 
from the living nightmare in which 
they find themselves trapped. 

The Mechlabs consist of four 
separate 3D mazes, the lce Zone, 
Fire Zone, Tech Zone and Vegie 
Zone each of which are alada 
coloured. Solo must trek through 


must be taken to the computer 
room and entered. The power 


crystal then reprogram the com- 
puter and one Unrioila hidden 


exits. 

Bl very well but Solo has several 
problems that make his mission 
Several times harder. For a start 
the Wardiock's mutants found 
roam à ver dious aí under- 

ad cross at being 
created in gruesome forms) 
are eager to vent their anger on 
someone, even ifitis only Solo and 
not the Wardlock hi f. 


H wouldn't ba too bad H he onhy 
had himself to think about but Solo 
has acquired a small friend. Nejo is 
the baby who attaches himself to 
Solo, following him around the 
mazes. Trouble is, bables need a 
lot of Ratos ng after. ear? Sd e 
nav is way é 

Mocho with Nejo and tell the 
world about the atrocíties being 
committed inside then he must 
keep the baby in the pink so to say. 
Nejo's nappies need changing to 
avoid nappy rash and the inevita- 
bla baby pona, so fresh daipers 
have to be found ig Robot way. 
Babies are by nature ra 
creatures so a quick wash as 
brush up is also needed to keep 
him tickety boo. A healthy diet is 
essential so food has to be col- 
hacted. 

the maze is successfulhy com- 
pleted then the Wardlock's das- 
tardly plans will be revealed to all 
and à nightmare Of genetic 
experiments will be over for ever. 


- maxros dm ; tha aroma dn mich Solo and baby Pejo 


T— — 


After much success on the Com- 
modore, BBC and Amstrad com- 
puters, Thrust has finally been con- 
verted to tha Spectrum. The resis- 
tance is planning a major ofiensive 
against the Intergalactic Empire. 
Planning well in advance they 
decide to steal several batile- 
grade starships, but they have no 
power source of the capacity 
needed to run them. You play the 
part of a resistance fighter who has 
been given the task to do some 
more stealing and take the neces- 
sary pods from the Empire's stor- 
age plants. By firing shots at the 
main power plant you can tem- 
porarily disable the limpet guns 
that are placed in crucial points on 
the Pine But rd too e 
ger happy or you'll find yoursel 
blowirg up the planet with you still 
on it— and the pods will be lost for 


Ever. 

Qn the other hand, if you go on 
to the planet, collect the required 
fuel for your travels, steal the pod, 
shoot the power plant and escape 
within ten seconds, you'll be 
awarded with a double bonus and 
a free trip to the next planet. On 
later planets you will encounter 
reverse gravity and invisble walls. 
Al of these may prove a bit too 








hard for a resistance Thruster who 

only possesses a gun and limited 

shield — Or will they? Priced at a Hl Whats this? Fuel left lying around is Just asking to be picked up. 
budget 21.99 from FIREBIRD, Thrust | Butbeing Fired at by the nasty zappers could prove fatal 





is available now, 
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TAKEN FOR A RIDE? 


Available now is the latest game 
from DIGITAL INTERGRATION, the 
authors of Tornahawk and Fighter 
Pilot is TT Racer. They have drop- 
ped out of the sky and on to their 
bikes with this latest addition to 
their simulation range. TT Racer 
which was previewed last issue, 
puts you behind the handle bars of 





RT you be Fast 


a choice of four bikes — from a 


meagre 80cc effort, up to the full 
biown 500ce. 

After two years ramming, 
Rod Swift seems to have come up 


with the closest thing to actually 
risking life and limb racing around 
at 175 mph. Di have spent a lot of 
time getting the feel of the bike 





The rider's eye viow of the opposition wito you sit on the grid. 
enough to show them the same vViSM Of pour? 





| Whososh! Scraping knees on lho bends is the only way to keep 


exactiy night — even down to ask- 
ing for some professional advice 
from Suzuki's top riders, Kevin 
Swartz and Paul Lewis. 

Before the race, you can adjust 
the bike to your characteristics so 
that you can complete a pace 
practice lap and quality in the high- 
est position possible. During the 


nísino 





| up with the rest of riders. 


race, YOU can make pitstops to 
refuel and change tyres, What you 
get for the £9.95 is the obligatory 
Lensiok pack, a very in-depth 
manual for your racing career and 
a chance to win a day out with 
Suzuki. A full review is promised 
next month. 


O o! 8 


E 


7 7 mm 
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To be released by FIREBIRD aí the 
same timeas Theust are two Other 
games, Bombscare and Oil and 
Lissa. In Bombscare you ate a 
robot called Arnold vlho has been 
placed somewbere in the future. 
Arnold 's job is the local Bámb Dis- 
pos: al Robot and he has been cal- 
led qui to help defuse a large ume 
bomb that has been placed on the 
planet, Neptune. Untorturatiy for 
Arnold (and you). The tools that he 
needs to carry out lho task are 
scatiered about the planel as well, 
Arnold lhe rave 1s sent to solve 
tha pianet's problerns but is ham- 
pered by some enemy aliens, Dut il 
he is quick enough he can use his 
enemy absaorbina device to dis- 
poge of them. You must help 
Armoto in hos task or the pianet vvill 
be donmed 

In tfhê second of the budget 
games, Ol ana Lisga, you play the 
pat of Oh. Shilmore Castle, 
situated somewhere in tha &cot- 
ush Highlands, is under threat o! 
bemg smpped stone by stone 
across the Atlanto to the US. 
Alarmes by tus, Glhand Lisa jump 
to the rescue of her trend, Sir 
Hurmpimey, who is the castle ghost! 
and a BH poaved al the idea ol 
meving to The States. Humpluey 
decides that humans. are only 
scared O ghosts that they can 


ses (who's he kidding'?), so vou 
must help: find the eight ingre- 
dients to the invisible potion, Oil 
and Lissais a semi-monochroma» 
tic adventure and priçed ata bug- 
detie LI. 


Ra mec EA 


— ok a do do Q= Doo Dodo 
e RS CTT TT: 
nn a pato oo uso a UR 


nm RE MH 


E 
SLONE 


THE ULTIMATE IN 
PRIVATE TRA 


The latest from the folks QUICKSILVA 


is Glider Rider Programmed. by 
BINARY DESIGN (the t dic 
Max Headroom), 
starts off by planting 
the seat of a small cr 
motor bike. | Vith this: 
legs and a =8 «Back 
YOU mus Lê 
= big 
Enou Da TE 
off vour bike ane 
5 glider. 
tn j 
estroy Lhe 
and rendezvous 
Submarine that E 
where in the ocean” 
your island, this istoo 
you can just destroy 
operatives and operatio 
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peeping it's 

gr agame. CRASH 

tely De reveiwing Glider 
xt month. 
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Bombscare With no Halfords shop on Neptune, Amold poíters 
around searching for the tools with which to defuse the lime 
bomb 
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Poor old Ollie seems a bit confused. He's supposed to pick up 
the teapot but this doesn'tseem the right time fora quick brow 


| ae E ” 
dic astat 


Things are getting a lítio tough for Gilder Rider. One shot and 
the only way out is down 





e é 


TER = 


Ly 


o pis 
co] 
past 


ne 

és mes 

n de wa E | 
a RE 


emita, = ai M 
E RT 


Li TE 8 pe | ; 


MS 


dono DER Me Ee E 


Available from great game available Ag” from 
any good E Bubble Bus Software 
computer retailer | 87 High Street, Tonbridge, Kent TN9 1RX 

Tel: (0732) 355962 








DURELL GET BORED 





purELL have sometimes been 
accused of making their gamas 
too complicated. However, with 
their new release, Thanatus, they 
DO OM a E 
uce a game a simp 
idea and story-line. 
You control a big bad stomping 
who ages around the 





countryside generally being a nul- 
sance in good dragon tradition. 
The idea behind all this stomping 
is to collect energy and 

until your dragon can cast the ulti- 
mate grs and rid the Earth of a 


certain someone. 
This is where it all becomes a bit 
- DURELL and the program- 


what “personality the dragon 
should assume. DURELL see laser- 
breath as a Good Dragon, one who 
kills nasty por eae the 
dragons are 

not Ev nature and tradition nice 
creatures to know and that this 
one should terrorse innocent 
e whila at the same time sat- 

ing as many virginal maidens as he 
dl Whichever 
dragon assumes 


the phed cn Malta arg volvo fr fiving 


E with dia Bouiders 
scorch castle wn an 
molesina East dão 


young 
this (maturaly enough) 
require large quais of energy 
and Mr Dragon onhy has a 
amount available. The faster he 
flies and the more fire he breathes 
the quicker his energy |s used up. 
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WITH RESCUING 
DAMSELS 


q dad pa 





This lost energy can be 
Rea by by chomping up dis- 


The action pes through var- 
jed tfróm mysterious seas 
of moonlight dappled water tô 
dA ana onisnina Cá: Reality 
is added to the scenes ug 

ax seroiling, eilco i 
slower than the foreg- 


róund to create a sense of 3D. The “guys” o! 
dragon is also a manoeuvrable lt- 


tie devil. He can tum around in 
mid-flight and pick up objects to 
use as ammunition, he can potter 
around on the ground and if you 
introduce him to a stretch of water, 
he sinks In slowly up to his knees 
and then begins to swim in a very 


ipod aideiy E to 


hear, Sren'tinvincibie. Knights can 
fire arrows at his corpulent form 
from the ground and brave lancers 
will try and impale him through to 
the heart in order to save a damsel 
from distress. Not only that, but 
rival scaly friends lke to share a 
succulent lass and they can be 
well and truly scorched ff they 
grow too 

The game is in fts very early 
stages at the moment so details 


ress seems to be going quite well. 
But however the game tums out it 
should give you a chance to De 
quite dragonesque and even ter- 
rorise a few innocent people for a 
while. Adin a day's work fora bio 
bad dragon really... 


para Fairy Dig qd Footba 

adds a strategic 

it o fot up to vou asa 
sing «star, to sch 


jo ind, 1 sed E Dra er wiho st idea 
pintas 


bt act and had your e 





GREMLIN GO 
FoR GOAL! 





& epa Fa a 
speed of roll and boing of bounce 
— and touc abo 
ing bit of floor just before leaping 











de E TT -— 


ELITE s' 


AU TUMN ' 
EXTRAVAGA NZA 


As the autumn leaves fall and the 
harvests are gathered in, Hotline 
Chart-toppers ELrTE will be releas- 
ing another crop of games certain 
to while away a mary winter 
evenings. And are all priced 
at £7.95, so the damage to the 
pocket should be minimised . 

Taking two of their arcade con- 
versions one stage further, Com- 
mando 86 and Bombjack Ilshould 
make an appearance during the 
month of October. Commando 86 
Es very much a variation on a theme 
— one player can fight through a 
hostile environment that scrolis in 
eight directions or two chums can 
team up and fight their way 
through the vertically secrolling 
landscape. 

Bombjack Il combines a bit of 
strategy with the fairly straightfor- 
ward platform/arcade elements of 
the original. In this platform-col- 
lector your itile character won'tbe 
able to float around the screen but 
will have to work through a total of 
thirty screens fighting nasties and 
coliecting objects — in the right 








order for maximum points. Dragon 
beings patrol platforms at the start 
Of a new sheet, and a good shove 
disposes of them. As time prog- 
resses, however, the Dragons 
mutate into fighting creatures that 
take a bit of acta then mutate 
again into creatures that can no 
between platforms. Finally, 
you've taken ages on a screen, Ea 
nasties mutate once more and 
become intelligent — they come 
to get you. 

Two more arcade conversions 
are in the pipeline too. Akan War- 
rors is on schedule for a 
November release, and follows the 
Iook and feel ofthe original close 
H's another Commando avo 
combat game in which one or two 
players can their way 
through a scroliing landscape, but 
this time you can tum round and 
fire behind you. Mines, on land and 
in rivers, have to be avoided, 
enemy soldiers grenaded or shot 
and bridges crossed rather than 
burmt. Every so often a tank 
appears in the playing area andit's 


An esriy demo version of STAINGFELL OW HAWKS AIRWOLF, 
Rovember reteaso from the 





possible to leap aboard and drive 
around taking advantage of the 
extra firepower and protection on 
offer — but make sure to keep the 






Widing through a river fn the arcada version of AKARI WAR- 
as soon to be gracing your Spectrum scrsens courtesy of 


fuel needie off empty! Watch out 
ia halicopter gunships, an' 
AR... 

Tha other arcade conversion is 
definitely going to be a biggie ... 
Yes, it's Space Harrier. A version 
a a's classic coin-op is cur- 

od ga for the Spec- 

tum by Ghosts and Goblins 
While there's no way the 
fatias clio tores seu SyS- 
tem and sit-upon cockpit of the 
arcade machine can be achisved 
on the Spectrum, Keith has 
already sorted out a very neat 
chequered scrolling ground and 
plonked a couple of test sprites on 
tha screen. The feel of this early 
testpiece, although it is far 
removed from the final game, is 
ga Hp pis confidence that 

al game should play ve 

well tra iam 

And finally a team of Scottish 
programmers are putting the 
finishing touches to Siningfeliow 
Hawk's Airwoif, a helicopter game 
featuring four way scrolling in a 
maze-like word of caverns and 
tunneis. At the moment all the 
is have been put into the 
plavi aving area al with the 

icopter you control, but the final 
gameplay is still being sorted out 
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ON THE SCREEN is back again after a short break. This 
month, several artists line up to have their work exhibited 
in the pages of CRASH and then immortalised as a full 
colour screen dump produced by DIMENSION GRAPHICS. 
The friendly people at RAINBIRD pay for the colour dump to 
be made, and then wrap itsnugly inaframe before sending 
it onto the artist who created the image. | 











Steve Creçn has cer. 
paia capturas the 
pe style decorado 
3 retudibior 6; 
Pa and Mean, the 
antiheros tabea from the 
pages of Q000AE). The 
ughnezs and mendcr 
that liar isa this 
ui] the meraen drid 
auseults the ubelier . 
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To mund of his trlogy 

af comicbock characters, 

e cremted this home 

age to Halo Jones, usth- 
out doubt ane ofthe most 
DR o 
grace the pages 
2DAD, 
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E Cem Thomas duplays a Robe Eee 
pmodticura ef bitimge tin 
turtiy Lhe Clois DI com 
ghedony Jegot Elvis domcielimis 
DO mreenshecreatadforan 
Imaginary porte. dh 
hero of Lts indi 


pulitot EE sé opening dt 





A total changa eo yelloae fesathereal 
and tempos provigedhy humancids strugale to 
Simett Allen 4 ar ehe out ar existence. The 
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